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HAUNTED BY RECURRING DREAMS
OF ANOTHER LIFE ON MARS. YOU

ARE DRAWN To REKAIL INCORPORATED,
A UNIQUE TRAVEL SERVICE SPECIALIZING
IN IMPLANTING FANTASIES. INTO THE MINDS,

OF THOSE WHO DESIRE TO TURN THEIR
DREAMS INTO REALITV.
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AS YOU R  D R EA MS TURN IN TO
HIDEOUS N IGHTMARES. •

SUDDENLY Y O U ' R E  E V E R Y  M O V E  I S
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REGULARS
6 LETTERS
YOUR CHANCE to air your views
however opinionated, biased, blinkered or
just plain stupid they may be. This month
it's whining all the way...

11 DISK

HOW TO LOAD, play and get the most Out
of our exclusive playable preview of Core
Design's Car-Vup.

14 NEWS
ALL THE NEWS that's lit to print -  and
some that isn't. We go behind the scenes
on Sam Raimi's Darkman, blow the lid on
Corporation II and Dragon's Lair II, and
round up all the hot gossip from home and
abroad.

48 WORK IN PROGRESS
ARCHER MACLEAN'S a-baize-ing new
sports simulation knocks all the rest into a
cocked pocket. Gary Lxidon weighs it up.

55 REVIEWS
THE BITMAP BROTHERS' superlative
sequel to Speeilball heads this month's
impressive line-up,  whi le Activision's
Spindizzy Worlds, Palace's Voodoo
Nightmare, while Locastilm's Night Shift
and The  Secret O f  Monkey Island
provide ample support

75 TIPS
WE CONTINUE our on-going solution of
Operation Stealth. while Simon Phipps
provides help for Rick Dangerous II and
Monty Python's Flying Circus, Core
Design gets you started with Corpora-
tion. Plus the usual array of tricks and
cheats.

136 DEMOS
ARE YOU teadytOr 1992? Phil South's PD
File has a distinctly European feel this
month.

139 THE ONE ON ONE
CIAWAN BWENNAN gels to gwips with
top TV pwesenter Jonathan Woss

THE ONE

FEATURES
28 REBEL YELL
NEWLY-FORMED Renegade Software
and it s  partners-in-crime The Bitmap
Brothers have been making a lot ol noise of
late. Laurence Scofford found out why.

32 HOLIDAYS IN HELL
MORE AMERICAN lives were lost in
Vietnam than in any other war in history,
With Domark s simulation of the conflict
warming up for release, Kali Hamza signs
up for a tour of duty.

39 FLICK OFF
SUBBUTE0 -  the table-top sensation
that shook the world is now on your home
computer. Gordon Houghton flexes his
index finger for action.

42 RIDE ON TIME
RAUNCHY RACING action from Team
Suzuki, plus the Work In Progress on
Gremlin's officially-licensed racer.

145 ANIMATED ANTICS
AS DISNEY dips its toe in the world of
software, John Minson takes a  stroll
through the history of Walt' s Dynasty.

153 ARMOUR
BELIEVER
FORGET TRAINS,  planes and auto-
mobiles. These days, tank simulations are
where it's at, Gordon Houghton rolls Out
the barrel,

164 APPLIED PHYSICS
IMAGE ANIMATION is the country's top
Special Effects company. Gary Whitta
rubbered shoulders with the SFX wizards,
Better latex than never.
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ADVERTISERS INDEX
WHO'S advertising what and where.

YOU MAY be
used to reading

reams of
opinionated waffle

elsewhere, but
here we prefer to

let the games
speak for

themselves.
Relevant scenes
are shown, with

informative
captions used to
help convey the

'feel' of the game
Provided with

each review are
opinions

highlighting any
good and bad
points, plus

prices, release
dates and ratings
where possible.
Basically there's
something for
everyone -  at
best a highly

detailed review
and at worst a
highly detailed

preview. There's
nothing clever,

just
straightforward

facts and ratings.
Updates follow

where
appropriate.

GRAPHICS
Not necessarily
how colourful or
well drawn they

are, but how well
they ar
,
., 
u s e
d ,

SOUND
Again, not a
reflection ot

quantity or indeed
quality of sound.
but how well it 's

used
PLAVABILITY
How does the

game feel? Is it
Adic t ive or lust

plain uninteresting,
VALUE

Esse ntia lly a
reflection of lasting

interest h o w
much game you

get for your
money.

OVERALL
A useful point of

reference a
summary of the

preceding ratings
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There's 1100 worth
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note that
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FRUSTRA A N D
SO ON
Dear The One
P leas e  p l e a s e
please, do you know
how I can raise money
for buying Am iga
games E24.99 for a
game i
RIDICULOUS Even
4.99 is a  bit steep.

The only games I can
nearly manage to buy
are rubbish
James M u r p h y ,
T w i c k e n h a m ,
Middleyek
PS Do you know a
cheat for Stunt Car
Racer?

Read the answer to
letter above. Yes,
some PD games are
not all that hot, but
keep looking! There is
no cheat tot Stunt Car
Racer, but why do
you w a n t  o n e ?
Any thi ng t h a t
affected the way the
car pedorms would
make the whote game
pointless. S e e  the
previous issue tor
Geoff Crammond's
bps.

BACK TO BACK TO ME
FUTURE?
Dear The One
Please could you tell me if ImageWorks
has or is making Back To The Future for
the Amiga
Luke Roddy. West Looe, Cornwall

The short answer is no, YOU have to make
do with BTI F II and 111.

FRUSTRATED
PROGRAMMER
Dear The One
I'm writing in hope that you can help me.
When I am older I would really like to work
with computers, hopefully programming.
Since lam now 141 thought now would be a
good time to start if I want to do this, I own
an Atari S T and a m want ing s ome
Information on how to start programming. I
used to be able to do very simple programs
an my old Spectrum. I feel I am wasting my
computer and not getting the most oul of it
by just playing games. but this ts all I can do
at the moment
Robert Kay, Possil Park, Glasgow

Most of today's top games programmers
dre entirely self  taught, a n d  that  is
probably your best bet. Try and get hold of
a decent assembler like Hisoll's DevPac,
and a coupleol good tutorials (the Abacus
range o f  Amiga books come recom-
mended). Then irs lust a matter& working
through the tutorials and putting in as
many hours of  experimentation as you
can. You will soon discover what sort of
things it's possible to do (try doing very
simple things like plotting simple shapes
on the screen before moving onto more
ambitious graphic demos). The only way
you will progress is by being patient and
trying thongs in different ways until you get
Thom right

FRUSTRATED GAMES
PLAYER
Dear The One
HELP! I am a frustrated Amiga owner. I
have just purchased my first Amiga. So off I
go into my local computer store to buy a
game, but Aaargh! Shock! Horror! The
games are £30.00! Well, as I have saved
upfor the Amiga bra big time I don't expect
to have to wait 15 weeks for each game.
Where can I get them cheap? On E2.00 a
week pocket money I 'm on the brink of
stealing some Please please help mel
Simon °bee.  Watford
PS Is Data East's Crude Busters being
converted?

Life's tough ain't it. Unfortunately etfery-
body is in the same boat as you. Nobody
likes the price of 16-bit software but we all
have to put up with it. Piracy may seem hke
a simple solution to your problems, but by
helping t o perpetuate it  you are only
succeeding i n  keeping t he price o f
software artificially high. Why don't you try
some o f  the Public  Domain libraries
catering for the Amiga? There are some
very good Public Domain games, and
demonstrations of full-price games cos-
ting little more than the price of a blank
disk. Act/vision currently holds the licence
to Crude Busters. You can expect to see
something after March 1991.

WALKING
ENCYCLOPEDIA?
Dear The One
Don't get me wrong, I absolutely love your magazine. But
when I bought the latest issue (25) and did not see the
Encyclopedia Of 16-Bit Games, I  nearly clubbed the
newsagent. Upon reading further I noticed that it had
been left Out due to popular demand, andthe Tips section
reinstated. But I found the pull-out each month invaluable
to my games playing. It improved my Kick Off no end,
helped me complete Hammertist, K lax and Crack
Down but you left me in the lurch for Flood. I'm sure that
other readers agree with me and for the ones that don't...
well they can get stuffed! No, only joking. But I'm sure a
compromise can be reached for a smaller section for the
Encyclopedia and a Tips section also, or you could print
both full-sized and increase the size of your already
massive magazine. The price would only increase about
5-10p, a small price for an utterly PERFECT magazine.

Oh yes, alsocan you print release dates of games. You
need not write an essay on each, but just have a list (like
mail order) and the date. I have a couple of questions
now.

1) When are Ultima VI Chase HO II, RoboCop II and
Total Recall to be released?

2) Is anyone converting the Ninja Turtles arcade game?
I read that ImageWorks has the UK licence for the US
Ultragame (which is total crap). But on the ad in yourmag
it says the licence is from Konami, the coin-op company.
Is this a mistake in the magazine who said Image Works
has the Ultra licence, or does it have the coin-op licence?

3) What is The Crypt: Castle Master  II? It was on the
ComputerClub leaflet in the magazine. Is it good? Where
can I get it separately and for how much?
Robin Whitehead, Gloucester

It's quite probable that we will be completing the parts of
the guide still to be finished in the not too distant future.
but using our existing tips format. Funny you should
mention it, but we have plans for a release list of sorts.
You should be seeing something soon.
1) Ultima VI IS due on Amiga during Summer 1991, and
Chase HC) II, Robocop II and Total Recall are available
this month for E24.99 from Ocean (061 832 6633).
2) The Image Works game follows the same plot as the
Konami coin-op and the unofficial Ultra import but that's
as far as the similarity goes. The Image Works game will
(all being well) come on a single disk with greatly
improved gameplay and loading. You can pick it up this
month for E24,99 or E29.99 on the PC (these prices are
subject to last minute adjustment). Image Works are on
071 928 1454.
3) The Crypt: Castle Master II is a Special version of
Castle Master exclusive to the Home Computer Club.
You can st ill get hold o f  a  copy as part o f  your
introductory offer if you join the club soon. The Home
Computer club can be contacted on 071-637 0341.

Oh, by the way, for your constructive criticism you win
yourself this month's prize letter award.

WIK TIPS
Dear The One
I was wondering it you have any cheats of
tips for Rick Dangerous (which is the best
game in the world). I read the tips and such
En your earlier issues but have you got any
ones like infinite lives or invincibility? I
would love t o see the last sequence,
before I rush out and buy Rick II. By the
way, I can get nearthe end of the third level.
Please please help me.
David Hilison, Romford, Essex

Simon Phipps, the designer and pro-
grammer of Rick Dangerous, does not
include cheat modes in his games to allow
players to stroll through to the final screen.
When people pay £25.00 for a game they
want something challenging that is going
to be of lasting interest and value. Simon
believes that the inclusion of a cheat mode
negates these qualities, and that is why
there isn't one for Rick Dangerous. Stick
with the tips

FAULTY FOURS
Dear The One
Why in Kick Ott 2 can you not have a proper
game wit h four players. The  people
playing on the joystick adaptor do not
seem to be able to do a sliding tackle while
running, or other moves which require a
joystick direction and a fire button press
simultaneously. I s  i t  t he fault  o f  t he
software or the adaptor? Could you name
any other games I could purchase which
use three or tour players simultaneously?
Russel Hunt, Swindon

Anco tells us that the third and fourth
player on a four player game cannot use
'Aftertouch', but all other functions work,
so it may well be that your adaptor is not
functioning correctly. Other games offer-
ing a four player option include Gauntlet II
from US  Gold (021 356  3388) and
Lealhernecks from Microdeal, which is
tricky to get but you might find it  in a
bargain bucket somewhere.

CLONING!
Dear The One
I have just bought an Amiga 500 computer.
It has been five years since I last played
any serious games! I  like the classic
games and I wonder whether you could
recommend a  Def ender c lone a n d
Donkey Kong clone Also,  could you
recommend a good martial arts beat 'em
up Thank you.
David Bar ker ,  Wel l i ngbor ough,
Northants

1) For Defender try StarRay, 124.99 from
Millennium (0223 66532). or alternatively
look out for Jeff Minter's Defender II due
this month at  £19.99 f rom Arc  (0753
33344).
2) As far as we ate aware there are no
Donkey Kong clones for the Amiga
3) For a martial arts beat 'em up you can't
go far wrong with IK + f or E24.99 from
Achvision (0734 3116661.
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the cry, 'send for Pete Coyote with his
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YOU OVERCAME THE GODS?
THESE HANDSOME

I SPECIMENS WILL BRING

1 YOU DOWN TO EARTH!
In Populous, you challenged the gods. Now man

is your adversary in the form of three unscrupulous
and violent tribal leaders.

•  C T It • N I C  A l i  i r s•

t  2 9 .9 9

Arnoga and A lan ST
avs•LoNe Oa. '90.
IBM/PC horn 091

Be as mean as them and match force with force,
or be more cunning, play Mr Nice Guy and win
over the local villagers.

By doing so you not only swell your numbers,
but also keep your larders stocked, which is essential
in ensuring the loyalty of your army.

With the stunning graphics you've come to
expect from Bullfrog. Powermonger is a living
world o f mountains, forests and rivers, sun, snows
and rain, where inventiveness and strategic skill can
triumph over mere brute force.

Powermonger will test you to  the limit, but i f
you still have any energy for adventure left, these
other great Bullfrog titles still lie in wait.
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"Better than Populous", Peter Molyneux of Bullfrog. Creators of Populous.

I C  1 11 N  I C A R i
Electronic Arts. 11-49 Station Road, Langley. Berks SL3 EWN Tel!  (0753) 49442 Fax: (0753) 46672
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Lorry Scotford's been driving in his
car. It's not quite a Jaguar. It's a cute

little motor from Core Design.
A CAR may not sound like the most obvious
choice for the hero of a cute platform game.
But that's exactly what we have here with
Car-Vup. This porticular car (who's called
Cod by the way) is definitely roadworthy_
Actually, the general scenario came first,
says the designer Robert loon, and after
chasing a few ideas he and the rest of the
team decided that a cur was ideal: "People
con associate with cars and, because it has
no brakes, it's easy to explain why it doesn't
slop moving."

The action combines traditional platform

oction (jumping between levels, avoiding
aliens and collecting bonuses) with painting
games of old (fill in platforms as you drive
over them). The result is a simple but hoghly
addictive romp mode all the more playable
by its delightful animation and the appeal of
the central chorocter.

The success of Carl as a computer game
hero will be largely down to the graphical
expertise of  prolific designer and artist
Terry Lloyd, who has been creohng games
and art for them since he joined Gremlin in
1986 with an O'Level Art in his pocket. He
has been responsible for taking Robert's
ideas and turning them into Car-Vup's cute
sprites.

Terry wanted t o  create something
cartoon-like but not too simplistic. He was
inspired by the graphical style of Rainbow
Islands and Rodland, which have both
achieved the middle ground he was looking
for. You can't afford t o use 16 frame
walk-ons i n  computer games without
chewing into valuable memory.

It was quite difficult t o get  so much
character in a small sprite. Terry says, but he
fortunately managed to get the right effect
first time round. Carl's most appealing
moments ironically come in the dy ing
homes when he faces forward. Originally
the idea was to have more expressions for
the car, but  these would have t o be
duplicated f or  o l l  t he sequences, like
jumping, turning, and so on.

Terry uses Art Studio to do most of his
work on the Atari ST, because its useful for

CARTOON WORLD
in all its glory.

These are Iwo of
the eight lands in
one of the cutest

and most colourful
platform games
since Rainbow

Islands.
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designing sprites. For large pieces o f
artwork, like title screens, he prefers to work
with Degas Elite, which is more orientated
towards these.

Car-Vup intentionally h-as a distinctive
console feel to it: "I tend to draw a line
between computer games and console or
arcade games," says Robert. "I wonted to
create something that looked like it come
from° console or arcade game. I would like
the opportunity to convert it to consoles

Amigo owners will get the added bonus
of parallax scrolling. There are no plans for
a PC version al present, although if the four
wheeled wonder proves as popular as he
should do then anything is possible.

THERE ARE
PLENTY at yummy
bonuses to be had.

As with all the
other sprites. these

are designed to
look very much like

the sort of thing
you would find on

a console or
coin-op

WORK IN

rmilup
A GREAT DEAL of
attention has been
paid to getting the
central character
lust right. As you
can see from this
collection of
sprites, Robert and
Terry have come
up with a wide
range of
expressions which
add to the car's
appeal.
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THERE ARE just some of the •orrible
adversaries who now populate Cartoon
World and are to be avoided at all costs.
Machines like the bulldozer prove
particularly nasty as they speed along
platforms towards you, forcing a bit of
nifty jumping for survival.

.
4
1
1
) 
A
% 
0
.
1
; 
0
> 
•
e
>

tt  et et &! 41
e  A A. . 1  A

J.

•  •  5 !
e.Iftql •
•6  
• 6  
v t
,

dib-10'IP Mk At •

11
PROGRESS

PROJECT
Car-Vup

PUBLISHER
Core Design

AUTHOR
Robert Toon
(Design and
programming)
Terry Lloyd
(Graphic Artist)
INITIATED
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RELEASE
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AMIGA
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IBM PC AND
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TRINISPONI TOMS
CARL the cute
car is by no
means the firs1
form of transport
to make il big.
Here are a few
more you may
have come
across...

IVOR THE ENGINE
Welsh steam!

JUMBO AND THE
JETSET
Popular TV high
flyer

THOMAS THE
TANK ENGINE
Talking train given
new lease of life by
Johnny Moms on
record and Ringo
Starr on TV

CHITTY cHir ry
BANG BANG
Dick Van Dyke
sous tws Cockney
stuff with a magic
flying car

BUDGIE THE
HELICOPTER
Children's books
which have no
literary merit but
happen to be written
by somebody from a
famous family.
HERBIE
The unstoppable
Volkswagen with a
mind of its own that
made this car a
classic



CARENVIIP
SIX NEW was

CARTOON
WORLD
UNDER

IMAM
FROM

BADNESS!

THE ONE

YER! IT'S TRUE... Cartoon World, a place normally overflowing
with good or fashioned niceness is being well and truly done in by
bad guys. These nasty toons are led by the most 'orrible toon
ever, Borgus Grim. He's run not through all of the eight lands in
Cartoon World and removed their goodness. Not only that, but
he's kidnapped your best buddies, filled the place with loony
toons and then installed himself as an end-of.game adversary.

Thank goodness for Carl, a jolly friendly little car. The only way
Cartoon World can be saved is for Carl to visit all eight lands in
Cartoon World (er, well, six actually — this is only a practice run
after all), and drive over all the bad areas turning them to good.
You know when an area has been turned to good because the
hollow platform is filled in,

Luckily enough Carl won't have to rescue any friends or face
the evil Borgus himself in this special preview, but he is waiting
for him in the full game...

NO WHAT?
ERM JUST ONE itsy bitsy minor point Carl
doesn't have any brakes. Which means of
course that he can't • stop What Carl can do is
alter his direction thanks to a quick flick of the
joystick. And he can lump by a brief depression
of the firebutton on the same. What's more,
holding the joystick up while pressing the
firebutton results in a huge great leap

VERTIGO
OH YES -  uric other slight problernefte we
ought to mention Ever since he saw Hitchcock's
tamous flick Carts had a tear of heights_ So try as
he might. whenever he approaches the end of a
platform he just has to turn around (shame). This
means he jumping before he reaches the end of
a platform to get off it.

GIVES NE A BONUS...
FORTUNATELY Borgus hasn't managed t o
spread his evil influence to the skies of Cartoon
World. As we all know when it rains in Cartoon
World it doesn't rain yucky, dirty water or cats
and dogs for that matter, but bonuses. You can
find these lying around alter a heavy rainfall, so
just drive over them for a big score. If you
manage to collect all the letters of the word
BONUS you get one — and a pretty surpnse, too.

BAD MK?
IF YOUR disk is not
well and failing to
work properly, just
follow this step by
step guide...

A) Don't panic!

B) Obtain one jiffy
beg(largeonoughto
encompass a disk),
and write one cover-
ing letter explaining
your problem and
the address of your
abode,

C) Place the faulty
disk and covering
letter  i n t o  t h e
prepared Jiffy ba g
and post it to: THE
ONE C A R • V U P
REPLACEMENTS,
PC Wise, Uni t  3 ,
Merthyr industr ial
Estate, Pentrebach,
Merthyr Tydfil, Mid
Glamorgan C F4 8
40R.

C) Wai t 2 8  days
while looking for -
ward to playing your
Car•Vup preview,

MIAMI MASH
THERE ARE a number of uselui little devices that
the Evil Borgus has missed in his -
c l e a n  u pgoodness' campaign. You can use these to
assist your progress in restoring niceness. Just
drive over them for instant monster mash

SMART BOMB
Destroys all the enemies on the screen_
SNOW FLAKE
Freezes everything, but don't touch any
trozen enemies.
SPEED TURN
Allows you to turn faster,
CARROT METAMORPHOSIS
Turns all aliens into big bonuses.

JUST OWING IN TIE RAIL.
So alone and blue,
Sitting in my car,
I can catch a bonus too.

OCCASIONALLY Carl comes across a balloon
carrying the word BONUS. If this is caught Carl's
transported to the Bonus Screen. There are no
platforms on this screen, but lots of rain, And
what does it rain? Correct... Bonuses! Just drive
back and forth collecting as many as you can
before Cad's time runs out.

GET A MOW ON
IF YOU TAKE too long to finish a level you get a
visit f rom Turbo. Fortunately, y ou are
torewarned with the message 'OH OH
TURBO'. All the aliens get taster and you had
better finish the level quickly or the flying Turbo
nutter appears and chases you until it catches
up.

LOADING
DISCONNECT all extraneous peripherals, like
external disk drives and printers, from your
machine. Plug a joystick into the port without a
mouse. Place the disk into your internal drive
and power up the machine. Car-Vup will load and
run automatically. Press the firebutton to start,

NOVEMBER 1990

Bit OF 111 ROM
IF THIS perky
preview has
whetted your
appetite and you
want to drive on
into the night.
then why not give
the real thing a
Int? Just pop
down to your
Inendly software
supplier clutching
your E24.99 and
buy a copy when
its released. Or if
you happen to
live in Antarctica
or the Congo give
Core Design a
buzz on (0332)
297797 and have
one driven out to
you.



ATARI ST
• •  •  •  •  • •

AMIGA
Damocles ........ . . . . Eta.%
Flood £19.99
Fun School t16•99
Dodd E16.99
Occooration E19.99
Ears to the Future2 E19.99
Battle Command C19_99
Shadoworthellaas12 E29.99
B
A
T
.

E24 99
Cadaver E19_99
Gremens2 E19-99
Rippe& idagnose E16.99
F-19 Ste a teihFight E24•99

Damocles
Flood . E 1 9 . 9 9
Irrioeruh • • E 1 9 . 9 9
Magic Fly •   E 1 9 , 9 9
RaitleCommand .. . . . . . . . . .  E 1 9 .9 9
Midnight Resrstance  E 1 9 . 9 9
Murder   e 1 6 . 9 9
Midennie7
F-29Retaltaael
Castle Master
Rotor „ • ....... ....... . . . .  E19.99
SimCrly   C 2 4 • 9 9
Warhead • E 1 9 . 9 9
Turman   E 1 9 . 9 9
F-195tealth E 2 4 , 9 9
TheLoetPalrol  E 1 6 . 9 9
Gravity  E 1 9 . 9 9
KickOlitt2   E 1 9 • 9 9
HI &Blues  E 1 9 . 9 9
Falcon riassioit Data ...... £ 1 6 . 9 9
Ki l l i ng
G a m O
S    
£ 1
9 .
9 9

Corporation  E l  9.99
Battle Master
Loom
ShadowortNiBerast
BAT.
Monty Python
Their Finest How
ATF 2
ACE

E19.99
£2499
E19.99
E24.99
E111.99
E24_99
E19_99
E16_99

Battled Britain ..... . . . . . . .  -_,„ E19.99
Dredd   £ 1 6 . 9 9
James Pond Underwater
A9en1  E 1 9 . 9 9
Nightbreed ......... ...... , . • E  1 9.99
OperaliOn Harder  E 1 6 . 9 9

2  E 1 9 , 9 9
Rogue Trooper  £ 1 9 . 9 9
SlySpy SecretAgent  E 1 9 , 9 9
Teenage Mutant Hero
Turtles   E 2 4 . 9 9
Bad., lo the Fultee2..,   £ 1 9 . 9 9
Betrayal • • • ....• ........   E 2 4 . 9 9
Powermonger £ 2 4 . 9 9
a came horn the Desert_ ..... E19.99
KingsOuest 4 C 2 4 . 9 9
ShadowWarriors_ .  E16•99
Rick Dengerous2 . . . . . . .  E19.99
Pipe Mania  £ 1 9 . 9 9
Kybos • • • • ........... . . . . . .  E 1 6 . 9 9
LatliceC Vet' 6 .0-- ......... E118,00

IBM PC

£19.99
£19.99
£16.99

P01103 Ques12 , • . „ .  •  E19.99
Mi Tanx Platoon  E 3 4 . 9 9
Operation Stearah   E 2 4 . 9 9
AlO Tank Kilter   £ 3 4 . 9 9
Back lo the Futite2 .......... C 1 9 . 9 9
Battle &Britain . . . . . . .  ,  C29. 99
Battle Command . £ 1 9 . 9 9
Battle Mae*   f 1 9 • 9 9
Betrayal _  C 2 9 . 9 9
Cadaver   ( 1 9 . 9 9
CastleMaster . ( 1 9 , 9 9
Ceniunon-DelenderotRicalw E24.99
Daysollhundar .............  • C19•99
Die Herd  E 1 9 . 9 9

Eale'  • . . . . . . .  - .... E19,99F-19 Stealth F• hter  r : 1 4 . 9 9
FThStnkaEag2 £ 2 9 . 9 9
Flight oilhe intruder  E 3 4 . 9 9
Gremlins 2  £ 1 9 . 9 9
Infestation  E 1 9 _ 9 9
Interphase  E 2 4 . 9 9
it camettomthe Desert ....... £24 . 99

MEGAPACK
10 Blank Disks, Disk Box

•  M o u s e  Mat, Dust Cover
5 Mystery Games

\  W O R T H  OVER El 20!
0  •  I  •  •  •  •

PRINTERS
Cernie 120D kith Free Skitter
Pack D N A
Colman 1240 vaih Roo Cciour

lion 0
1
1 1
1 1

•  attranSketiOmdColourKt - 121111ALL MINTERS INCLUDE VAT
AND FREE CABLE.

0
/  
•
•

By Phone:

•

ATARI 520 STE
POWER PACK

Including 5 1 2 KAM,Internal p o l o ;  p l y .
1Mb Disk e u i l t  in

T V ' N f t t
, . ,  
M o
u s e
.

Joip.", •
P1UST20 best selling
games!

AMIGA 500
BATMAN PACK

Including Amiga  5 ovo121(

d l i l
l g t

Computer, 1Mb -
1 1 .  O m ,Mouse, TV M  t e r :
1Workbeiairbtl elk •••••''''

n the Moyle,

int,
i r
t o
r ,  
D
e
l
u
x
e  
P
a
i
n
t  
I
I
.

New a l a n d  Story

MIS
Microbems 1,2 kaag

et Clock ( 4 9 . 6 9
TOP QUALITY!

45e1 Espanpoo 1; 2
Meg does not irwaixlite en0711nly £66.00

NEW AMIGA 500 SCREEN GEMS!
INCLUDING

BACK 10 THE FUTURE II
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In the darkest hour, there's
but one. Gary Whitta throws
ADAPTING popular comic•book characters from the
printed page to the cinema is nothing new, but recent
blockbusters like Batman, Dick Tracy and, to a lesser
extent. The Punisher, prove that it's a lucrative move.

Next month, however, promises to see an interesting
new twist to the genre, courtesy of cult film-maker Sam
Raimi. Instead of adapting a tried•and-tested comic-book
character, Raimi's forthcoming fantasy-thriller Dadunan
creates an original yet authentic comic-book world, hero
and all, exclusively for the silver screen.

Darkman's story is steeped in comic-book tradition -  a
mysterious hero in an ominous costume battles dastardly
bad guys through a crime-ridden city, with revenge as his
motive Similarities to the classic '30s comic strip The
Shadow (a faceless, cloak-wearing, mob-battling hero)
are undeniable. However, there are enough original
elements to ensure Markman its own identity.

Darkman tells the story of the brilliant young scientist
Peyton Westlake (played by the towering Irish actor Liam
Neeson). As the film opens, Westlake is on the brink of'
making a startling discovery -  a  means of replacing
damaged skin tissue with synthetic fibres. Just as he
makes his breakthrough, thugs break into the laboratory,
looking for an incriminating file accidentally left there by
Peyton's girlfriend, attorney Julie Hastings. When
Westlake offers resistance, the thugs wreck his work,
torture him and blow the place up, leaving the doctor for
dead,

But Westlake survives. When his burnt and mangled
body is delivered to hospital. doctors bandage him up and
clip a vital nerve to his brain which deadens all feeling, so
that he won't spend the rest of his life screaming. But an
unexpected side-effect of the procedure -  superhuman
strength coupled with incredible rage -  rouses Westlake
to consciousness and, face swathed in bandages, he
escapes from hospital.

Kitting himself out in a foreboding black cloak-and-hat
costume, Westlake takes up homeand creates a makeshift
laboratory in an abandoned building. Here he continues
with his research until he is able to create synthetic masks
thatenable him to look like a ny man. The 'faces' he creates
are flawless in appearance, but their life-span is short
After a hundred minutes. exposure to light causes them to
disintegrate, forcing him to hide in shadows and under
cover of the night Hence the name for his new identity:
Darkman.

Armed with his array of fragile disguises. Darkman
begins a campaign of vengeance against Louis Strack Jr.
the evil mod lord who wrecked his life. By impersonating
Strack's own people and sabotaging his empire, Darkman
forces Strack to send out an army of killers.

Between the rooftop fights and chases, Darkman finds
time to get all emotional, attempting to rekindle his bond
with Julie by using a mask to recreate his former face_

For Darkman's creator, writer/director Sam Raimi, this
is the first step into big-budget, mainstream film-making,
Before Darkman. Raimi was best known for the horror
flicks The Evil Dead and Evil Dead IL which, despite being
made on impossibly low budgets, achieved a high level of
box office success and are still regarded as cult classics
today.

'With Darkman I wanted to tell a more classic tale and
appeal to a broader audience," Raimi explains. 1 wanted
to make a movie where the central character is fully
explored, in which we could see his sympathetic and
terrifying sides hope ful l y  even share some of his

STILL covered in bandages from his horrific ecciderd, Dorfman
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packed Phantom Of The
Opera."

Writer/director Sam 'Mimi.

feelings. I think Darkman does that In some way it's a
high-tech. action-packed Phantom of the Opera."

When Raimi began writing Darkman, he had a very
simple idea in mind -  a character who could change his
face.

At first I thought the central character should be an
actor," Raimi reveals. But as I developed the plot I
realised a scientistwas a better choice, since his disguises
needed to be completely believable at close range. And
this way, Darkman could invent the synthetic skin."

Raimi co-wrote Darkman with his brother Ivan who,
given the nature of the film, was quite convenientlyera ined
as a medical physician.

"Darkman has a lot of technical concerns, like how the
artificial skin works, and how Darkman recovers from his
injuries." Ivan explains. in writing the script,Sam and I felt
it was crucial that the movie, although a fantasy, have its
own quirky scientific logic, so to speak, so that no matter
how wild things get, the audience will always believe what
they are seeing."

With Darkman in the can, and due to open here on
November 2nd, Raimi is going back to his roots for his next
project -  the third installment in the Evil Dead saga,
supposedly set in the Dark Ages. The title? Medieval
Dead_



THE FAC E tha t he's
crimina ls

everywhere
running for cove r

Liam Neeson a s
the sin iste r

Darkman.
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shines on every human being
light on Sam Raimi's latest flick.

SOFTWARE SHADOWS
ANYONE who wasatlastmonth's Computer Entertainment
Show at Earl's Court can't have escaped the fact that
Ocean has already snapped up the Darkman licence. The
movie's impressive trailer was playing on the Ocean stand
throughout the show. However, the game is a long way off_
Since the licence was only recently acquired, there's been
no time to get anything together for the movie's cinema
premiere, and so the game is now scheduled to hit the

' streets at the same time as Darkman's release on video,
early next year. More news as we get it..
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A H OST ot ne w a nd more  de a dly enemies
await D irk in  Dra gon's La ir I I  i n c l u d i n g
this rather disgruntled-looking Viking
Queen.

DIRK DOES
IT AGAIN! , )
DIRK THE DARING is set to make yet
another adventurous 16-bit comeba ck
in his THIRD Dragon's Lair adventure.
once again courtesy of Canadian
developer Readysott
Following on from Dragon's Lair and Escape
From Singe's Castle, Dragon's Lair II:
Timewarp sees the beautiful Princess Daphne in
peril yet again. Now she's been spirited away to
a wrinkle in time by the evil sorceror Mordroc
who plans to marry her with the Death Ring. And
only Dirk can save her.

While Dirk and Daphne are on familiar ground.
none of the scenes featured in Timeivarp have
ever been seen before, in the arcades or
anywhere else the coin-op was never released,
with only a slight chance that it will be in the
future. And there's more action than ever
before, with over 50 scenes and 14 ways for Dirk 1
to doe, all crammed onto six disks

Dragon's Lair Timewarp, is released at the
end of November on Atari ST, Amiga and PC at
E44 95 a throw See the review next issue.

o rig in a l s in  a c c o m p a n i e d  b y a  p a ir  o fIn Dragon's Lek

•

MORE comic-hook capers In Dragon's Lair
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the Daring,,pan save her.
Transtisitted,bya 1:,Pumbling old time

machine, you beginkhe rescue mission. But
you must hurry, for oNce the Casket of Doom
hos opened, Mordroc %0111 place the Death Ring
upon Daphne's finger in marriage and she will
_e lost forever in the Time Warp.

4 M e  S•tennetts •  Laindon North Trade Centre a Basrldor •  Esse g •  5815611.1• Telephone Numtmr 0268 511126 •  F OCNIFINFeNumoer 0268 541126

Warp features full-screen animation and
digitized sound with more scenes then any
previous a n i r
.
,  
_ d v e n t u
r e .

"Dragon's Lair II: Time Warp" 1 9
-
1 K n
'
a d i e r r i e r k  
o w n e d  
b y

Bluth Group, Ltd.; c  1090 Bluth Group, Ltd.; u
s dunder license from Sullivan Bluth Interactive Media,
Inc.; Character Designs Yci1Q83 Don Bluth; C 1990 all
audio, visuals and concept - Sullivan Bluth Interactive
Media, Inc. ALL RIGHTS RESERVED; Programming

1990 ReadySoll Incorporated

Atari ST

ReadySoft Inc.
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TOP TEN
Month Ending October 1990
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1 NE S HADO W OF THE
BEAST
Psygnosis

2 V  OPERATION
STEALTH
Delphine/US Gold

3 NE CADAVER
ImageWorks

V THEIR FINEST HOUR:
THE BATTLE OF
BRITAIN
Lucastilm Games/US
Gold

5 A  ORIENTAL GAMES
MicroProse

6 V  BATTLEMASTER
PSS/Mirrorsott

7 V  K ICK OFF 2
Anco •

8 NE TURRICAN
Rainbow Arts

9 RE DAMOCLES
Novagen

10 NE EDMO N ONE
Virgin Games
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436 281136

France
ATARI ST

I SHADOW
WARRIORS
Ocean

3 SNOWSTRIKE
US Goie

4 OPERATION
STEALTH
Delptene
Cinernabooe

5 MIDNIGHT
RESISTANCE
Ocean

TURRICAN
Rembrat A ns

9 VENUS
Gleentin

TOP TEN

2 TH E LEGEND OF
FAERGHAIL
Rainecio Arts

6 F2 9  RETALIATOR
Ocear

7 L ES JUSTICIERS
No 2
Om an

IDLES MONDE DES
MERVEILLES
Ocean

TOP TEN
One Year  A ut]
ATARI ST

I XENON IL
MEGA BLAST
irna0eWorks

2 T V SPORTS
FOOTBALL
Cinernaware.Afirrorsoft

3 POPULOUS, THE
PROMISED LANDS
Electronic Ads

4 E ILOOOINY CH
ImageWoms

6

7

FALCON THE
MISSION DISKS
VOLUME ONE
Spectrum
HoleByteUtroteott

OL000 MONEY
P n .
-
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5

BATTLETECH
Intoccert.Areenn

PIRATES
66cr oPfe se

9 CALIFORNIA
GAMES
Epyvt./S Gold

10 NEW ZEALAND
STORY
Ocean

OCEAN AND MRS SIMPSON
(WITH THE REST OF THE F Y )
OCEAN has snapped up the rights to the hottest licence
since The Teenage Mutant Ninia Juries... America's cult TV
family, The Simpsons,
The cartoon series is a massive hit in the States and has already taken olf
over here despite being seen only by viewers of Sky satellite TV. The
family has also managed to generate a considerable amount at
associated merchandising like T-Shirts. mugs, and so on

Oceans Development Manager Gary Bracey commented on the
acquisition: -
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in the States - they really are huge. The subject lends itself perfectly to a
game -  the cartoon images from the TV show can be replicated very
easily.

The main character is Bart, who has a skateboard, watches TV, gets
into scrapes and so on. We'll be attackng the program from the
humorous angle. We are hoping to have something next summer and will
ue targetting all the major formats.'

A PERKY PAIR

AS MENTIONED in the previous issue,
newly-formed software publisher
Microtec is making its debut with a
dynamic double-pack Bug Bash is a
horizontally scrolling shoot 'em up with
large colourful graphics and is twinned
with Nucleus, a more traditional shoot
'em up. Both come back to back for
£12.99 on the Amiga. Call Microtec
Entertainment (071 281 9022) for
further details

TIERTEX, the tip-top team behind the
conversions of CapCom's Strider (see
Review in Issue Twelve) is now hard at
work putting the finishing touches to
Stricler II for US Gold, As reported in the
previous issue, Strider's capable of a
whole lot more in this second
incarnation, including the ability to turn
into a robot at the end of each level.
Strider will be pacing onto the ST for
£19.99 and Amiga for 124.99 at the end
of November.

GREENGRAM .
1 1 M

TURTLE FANS are to be put out of their misery soon with the release of
ImageWork's Teenage Mutant Hero Turtles for the Atari ST, Amiga and PC. With the
player command each of the four green gastropods in turn the idea's to rescue the
adorable April O'Neil who has been abducted by the maniacal Shredder. All three
versions are to retail at £24.99 from the third week of November. This shot was
taken from the Amiga.
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THE SEC ON D ElitmaD Brothe rs re le a se
on the Renegade label will be MdgIC
Pockets. This multi-directional scrolling
venture features the Bitmap Kid, a
snotty-nosed little terror with bottomless
pockets -  and it's these the kid has to
explore to retrieve his own toys. Ceded
by Sean Griffiths with graphics by Mark
Coleman, Magic Pockets promises to be
a spellbinding affair.

RUBICON

SET IN the near future on Koala Island,
Hewson's Rubicon has you tackling
mutants created by a nuclear disaster at
a Soviet powerplant Programmed by
Keith McMurtie with graphics from Mark
Jones. Rubicon promises two solid
layers of parallax scrolling and eight
levels of 16-colour graphics and will be
radiating onto the Atari ST and Amiga
later this year. This mock-up was taken
From the Amiga,
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FREE

Alk

ALL PRICES INCLUDE POSTAGE AND PACKING

STATE OF THE ART
POSTAGE
Amiga A500

Every Amiga sold includes:
Workbench 1 3, Extra Disk, Tutorial

Disk all with manuals.
Full One Year Warranty and Mouse.

Free TV Modulator with Cables
— Free Game
E349  inc.

CLAIM FREE GAME
WHEN YOU BUY AN
AMIGA/STE PACK

Amiga Packs
BATMAN

Batman The Movie, New Zealand Story,
F18 Interceptor and Deluxe Paint II

E355 inc.
FLIGHT OF FANTASY

F29 Retaliator, Rainbow Islands,
Deluxe Paint II, Escape from the Robot

Monsters
E358 inc.

DISCOVERY PACK
520 STFM Built-in Power Supply, 1 Meg
Drive, Mouse. First Basic, SIDS, Bomb

Jack. Outrun, Carrier Command and
Space Harrier
£276 inc.

STE TURBO PACK
520 STE Built-in Power Supply

1 Meg Drive, Mouse, First Basic,
Music Maker 2. Joystick, Impossible

Mission 2, Dragon Breath, Blood
Money & MANY MORE.

059.00
C U M A N A  CAX354

2nd Drives
Enablellisable Switch

Through Part
(Amiga) E75 inc.
(Atari) E84 inc.

POWER COMPUTING
2nd Drives

Enable.Disable Switch
Through P011

(Amiga) E69 inc.
(Atari) E77 inc.

M.E.S.
RAM Upgrade

.5N8 Expansion
Enable!Disable Switch

plus E5 for clock
(Amiga) E49 inc.

PHILIPS CM 8833
Colour Monitor. Scarf socket, Stereo

sound, 2 inputs and FREE One Year On-
site Maintenance.

E249 inc.

Software

Ring Now! Save Now!!!
( 0 7 4 2 )  7 0 0 3 1 0

PHONELINE & FAX LINE (0742) 757501

FREE

VISA

JOYSTICKS 81 OTHER BITS

STATE OF THE ART HAS SOMEONE
TO ANSWER YOUR CALL FROM
9AM TO 10PM, RING NOW FOR

THE BEST SERVICE AROUND
FREE GAME OR MOUSE

MAT WITH EVERY
SOFTWARE ORDER

OVER E40
UNRELEASED TM FS WILL BE SENT
WITHIN 24NRS OR RELEASE DATE.

ACCESS OR VISA ACCEPTED.
TO ORDER SEND POSTAL ORDER OR

CHEQUE TO:

FREEPOST
STATE OF THE ART
39 HEREFORD ST
SHEFFIELD Si 4PP
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TOP TEN

TOP TEN
Month Ending October 1990

IBM PC AND
COMPATIBLES

1A FUTURE WARS
Delphine/US Gold

2
•

NE SILENT SERVICE II
MicroProse

3 A INDIANAPOLIS SOO
Electronic Arts

4 Iii. PGA GOLF
Electronic Arts

5 NE
_

STORMOVIK
Electronic Arts

6 V LES MANLEY IN
SEARCH FOR THE
KING
Accolade

7 NE CRIMEWAVE
Access

8 V THEIR FINEST HOUR:
THE BATTLE OF
BRITAIN
Lucastilm Games/US
Gold

9 NE STAR CONTROL
Accolade

10 V TRACON II
Wesson International
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USA
IBM PC AND

COMPATIBLES

1 SILENT SERVICE II
MocroProse

2 LOOM
LucasINn Games

3 FUGHT OF THE
INTRUDER
Spectrum H010131e

4 !SH OO. WAY OF
THE STONES
&Wad.?

5 ULTIMA IV
( k W

6 STAR  CONTROL
Acockvie

7 RAILROAD
TYCOON
MicroProse

8 R ED  STORM
RISING
HicroPros,T

9 GHENGIS KHAN
Kos!

10KINGS BOUNTY
New Wo
irICCenputing

TOP TEN
One 'emu Ago
IBM PC AND

COMPATIBLES

I C H ESS MASTER
Nktd.scdp!

2 KI N GS QUEST
TRIPLE PACK
StanaAcbvision

3 FLIGHT
SIMULATOR II
MlucrsoIl

F-IS STRIKE
EAGLE II
IbrroVrotAt

5 SPAC E QUEST
S4erra/Acteilwon

6 VIRUS
Fifebird

7 LOMBARD RAC
RALLY
Mandarin

8 OUTRUN
StsgitAIS Gag

THE DUEL, TEST
DRIVE II
Atx:oimie

10 JETFIGHTER
Veloot.Papertogoc

EYE ON THE STORM
THE SALES CURVE recently announced
that it's secured a licensing agreement
with US publisher Tradewest. This means
that the UK firm, previously responsible for
conversions of Silkworm and The Ninja
Warriors for Virgin, will be developing and
marketing Tradewest's coin-op licences
and original games. These are to include
Double Dragon Ill: The Sacred Stones.
Solar Jetman: Hunt For The Golden
Warship (from Rare, featuring the famous
Jetroan character from Jetpac and Lunar
Altman), Asylum (a heavy metal fantasy
coin-op from Leland), and Brute Force la
horizontally scrolling beat 'em up). More
details when we have them...

ANCO PLAYS
AWAY
TO CELEBRATE the impending launch of as new
Kick Off products Anca recently paid a visit to
E MAP's local public house to hold a special Kick
Off 2 competition. Journalists and advertising
sales teams from The One, C+ VG, SU, Mean
Machines, ACE, CU Amiga, and PC Leisure
competed for two GanieBoys. Also present was
Steve Screech, the designer and reputedly the
best Kick Off player in the world. Certain EMAP
journalists it must be said felt confident enough
to lay wagers that they could beat young Steve,
but our very own Gary Whitta ana Gary Penn
were destined to go home short of E20 each
while only Julian Roan,  C-i- VG•s erstvetkle
editor, won his bet as well as walking oft with a
GameBoy for winning the men's competition.
Martha Moloughney, advertising manager for
Mean Machines, won the women's contest.

FAIR'S FM
THE THIRD 16
,
b i t  
c o m  
o u t e
r  
f a i
r  
i s  
t
o  
b
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h e
l d

at The Novotel in  Hammersmith. West
London from the 4th to the 6th of January
1991, Further information can be obtained
from Outstanding on (0726) 69442,

HE DIPS ARE ROM
IT LOOKS very likely that US Gold has managed
to bag the licence to convert Atari's lively Lynx
cartridge Chip's Challenge to the home
computers_ Atari's addictive lit t le number
involves guiding Chip through some tricky
problems in an attempt to collect computer
chips that allow him to exit to the next level.
Moving walkways, keys, locked doors and an
assortment at aliens are lust a few of the
problems he has to contend with. More news as
soon as it's available..

VGA GOLD
US GOLD is set to release two sizzling Sega
conversions in the new year. Shadow Dancer
being developed by Images 1who did Back To
The Future Part II for ImageWorks), while
veteran Probe is nard at work on the racer
Super Monaco Grand Prix.
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ESSENTIAL

software of the
past past three

months, compiled
courtesy of The

One team

BATTLE
COMMAND

Ocean

CADAVER
Image Works

CORPORATION
Core Design

IVAN 'IRONMAN'
STEWART'S

SUPER
OFF-ROAD

RACER
Virgin Games

KICK OFF 2
Anco

PANG
Ocean

PLOTTING
Ocean

TURRICAN
Rainbow Arts

VAXINE
US Gold

WINGS
Cinemaware

WHAT'S
TICKLING THE
ONE TEAM

APART from the
that perennial

favourite Kick ON

KATI HMAZA
Night Shift

GORDON
HOUGHTON
The Secret Of
Monkey Island

GARY LIDDON
Dragon Breed

Plotting
Spin-dizzy Worlds

GARY PENN
The Immonal

Pang
Plotting

LAURENCE
S C O T
-
F O R D
James Pond:

Underwater Agent
Light Corridor

GARY WHITTA
Powormonger

Rick Dangerous II
Speedball II

PHOTOCOPIED HERO
COMING very soon hum trencn software publisher UbiSolt is a
game based around RanXerox. the hero of the infamous adult
comic books. With stories by Stefano Tanburini and artwork by
Gaetano Liberatore, the books depict extreme violence, sex
with minors, and drug abuse, so UbiSoft's software incarnation
will be interesting to say the least! The idea behind the game isto
get the muscle-bound robot Ranx to fight his way to new York to
deliver an essential vaccine and then return to Rome to find his
14 year old lover, Lubna. Sounds interesting? Look out for our
feature in the next issue_

WIMERBALLS
FOLLOWING speculation in the previous issue we can now
confirm that Sensible Software is indeed producing a
sequel to its classic Wizball for Ocean.

Provisionally entitled Wizkid, this one's expected to be every bit as
original in its concept as Wizball. Details are vague at present, but the
scenario goes something like this...

The Wizball Wiz got it together with his missus and had a kid. They
called him Wiztuct Unfortunately, Waktd caught a had dose of Orphan's
Disease__ both of his parents mysteriously disappeared, along with Nitta,
his pet cat. And to make matters worse, aspects of Wizworld have also
mysteriously vanished. What Wizkid has to do is use every ounce of his
skill and judgement to bring it all back.

Featuring graphics from Jon Hare, Wizkid is being programmed
Ctiris Yates and represents his first real delve into the realms of 16-bit
F i i
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BOMB WARE!
POLICE are investigating software that
shows computer users how to make
Napalm and how to shoplift without
being caught

This alarming clam recently appeared in a
national newspaper. Apparently, the deadly
data is being transmitted via telephone lines and
costs the end user just ELS° to dovmload onto
his own system.

The program for the Amiga, which originated
in Sweden, contains details and diagrams
showing how to boil petrol and correctly handle
highly corrosive acids, both used in  the
construction of lethal bombs

Needless to say, apart from being illegal, the
construction and use at  such weapons is
extremely dangerous and should not  be
attempted by anyone receiving the program.

FARMYARD
FAVOURITES
FIVE lilies to

keep all young
farmers occupied
during the long
Winter months.

BARNBARIAN
Palace Software

CATTL
ECOMMAND
Ocean

HAYRICK
DANGEROUS

Firebird

00H-AARKANOID
Imagine

PIOUGHERNONGER
Electronic Arts
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•
FOUR

FANTASTIC
GAMES ON

ONE UNIQUE
COMPILATION!

•

A CLASSIC
COLLECTION

OF
TOP TEN

SMASHES

available on... cassette for  amstrad cpc, sinclair spectrum, commodore 64/128
at E12.99 - disk for commodore  64/128 at E14.99 - disk for amstrad cpc, atari st,
commodore amiga at E24.99
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NOTHING
RAINBOW ARTS latest promises to be
one of the dirtiest sports yet seen.
MUDS isn't a mud-wrestling simulation, but yet
another future sport from the man who brought
you Grand Monster Slam (see Review in Issue
Eight) Once again the idea is to put the boot into
some poor unsuspecting creatures, in this case
Honks

The idea here is to score by landing Flonlcs in
the Poll at your opponents end of the held.
Understandably the Honk is not so keen on
be(hg booted from one end of a pitch to another
and takes every opportunity to get off, making
life quite difficult for the players

Unlike Grand Monster Slam, MUDS (which,
incidentally, stands for Mean Ugly Dirty Sports)
also includes a strategy-cumtraining side in
which you can buy, sell, and bribe team

FOLLOWING its hit
shoot 'em up X-Out

(see Review in
Issue 16) Rainbow

Arts has
developed a

worthy successor,
provisionally titled

2-Out (whatever
happened to

rOut?). Amiga
owners who

enjoyed the first
burst of action are
in for a treat here.

There's more of
the same on offer,
without the croaky

shop keeper but
with plenty of
extra special

graphics,
including those

based on Geiger's
Alien designs

shown here, Z-Out
should be

shooting onto your
STs and Amigas at

the end of
November for

119.99.

PANZA Kick Boxing .

QUITE LIKE IT

T M
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MEAN, ugly,  d irty sports a ction with  •
diffe re nce _  M UDS from Ra inbow Arts_

members. MODS is out or the PC on 25th
October for E24 99. Atari ST and Amiga versions
will be playing in the new year f or the same pnee

FROM X TO Z.

LOOK TO THE MIURA

•

FRENCH Software Publisher Loriciels str eets wi th the  first two releases
new label Futura is about to hit the i mmi nent through US Gold.

Panza Kick Boxing is Possibly the first
simulation of its type to feature movements
digitised from studio filming of real kick boxer
Andre Panza. Fights can be recorded to allow
you to analyse your own performance and that
of your opponent.

Combat of a different kind is offered in
Advanced Destroyer System, a World War II
naval simulator You play the commander of a
destroyer bristling with guns and torpedoes.
There are 15 MISSionS to complete, all involving
naval and air forces.

Futura's debuts will be available in the new
year for 119.99 on the ST and E24.99 on the PC
and Amiga

THE ONE

THE WAIT is now
over for Atari ST
owners Turrican
has arrived. This
huge five-world
plattorm•based
shoot 'em up

gained an
impressive 90 per

cent when
reviewed in Issue
23. And the good
news is that this
incarnation looks
and plays just as
well as the Amiga

version. ST
Turrican's

available now for
a mere £19.99.
Don't miss it

OPRAR'S GAME
AMERICAN co n so le
m a n u f a c t u r e r
N in te ndo  c o m e s
under the spotlight on
Channel 4  on Thurs-
day November 1 st in
The Op ra h  Win f re y
Show. A m e r i c a s
favourite ch a t  sh o w
host will he discussing
'T h e  N i n t e n d o
Phenomenon' In case
you aren't a Nintendo
fan y o u  m ig h t  b e
interested to know that
its m a ch in e s a r e
becoming as common
in American homes as
Vide o R e co rd e rs!
Tune in  to  Opra h a t
5pm to find out why...

November

AFTER cheekily
snatching the  ba ll

front a  w o u l d
-
b e

attacker in  h is own
halt, M a rk lobs it

over to the  fa r le n,
where a

perfectly-placed
midfie lder p icks it
up o n  the  ha lfwa y

line before
commencing h is

own run.

HALFWAY onto
enemy te rritory,
Mark stops and

executes another
high diagona l lob,
this time  towa rds

the goa l a rea . I s
there a nyone  there

to p ick I i up?

AND THEN SOME!
In true David Platt

style. Mark sees
the incoming lob,

turns on a
sixpence  a nd t ire s

a thunderous volle y
into the  near

corner of the  net,
beating the  ke e pe r

by millime tre s. The
stuff tha t dre a ms

are made  of!
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ME KICK Off 2 GOLD IN GOAL Of THE MONTH

YOU LUCKY PEOPLE! Now that The One's Goal-den Goal
competition is officially sponsored by Anco, we have bumped up
the monthly prize yet again! No longer will our prizewinners be
fobbed off with 1100 worth of software. Now the bestest, most
blistering goal of each of the next live months earns its sender a
whopping TWO HUNDRED QUID IN CASH!

Yes, we are not joking -- two tons of money! Just imagine what
you could do vat a fat wad of crisp notes in your pocket. Why,
the possibilities are endless. You can tell Mr Sharma the
newsagent to stuff his paper-round — no more getting up at five in
the morning for you! Your social life will know no bounds as the
girls swoon as the size of your wallet, and the school bullies flee in
fear as your army of heavily-paid minders follow you around the
playground. If you are a little older, why not splash out down the
local and buy everyone a drink or nine, followed by a slap-up curry
and a bit of bash at some posh nightclub? The even older winners
could put another bar on the electric tire, watch an extra hour of
telly a day, and put the rest in their National Savings account to
accumulate 11
. 6 p e r  
c e n t  
i n t e r
e s t

We can see you are tempted. Money has a way of doing that to
people. So if you think you have the right stuff and wouldn't mind
a weekend pass to Millionaire's Playground, all you have to do is
prove your worth to us in the form of some impressive Golden
Shots — the rules are below.

AS for this month's offerings, winner of the first coveted E200 in
CASH is Mark Hakpin of Lynemouth in Morpeth. His superb Zig-Zag
run is one of the most impressive attacks we have yet seen, and
his cocky finishing clinches it.

•

IF YOU THINK you can do better, send us your efforts to
GOLDEN GOALS, The One, Pnory Court, 30.32 Farr ingdon Lane,
London EC1R 3AU.

THE IMPORTANT RIMS
1) No more than THREE goals per entry. Any more
warrants disqualification.
2) All goals must be scored by a human, NOT the
computer player. No cheatingl
3) The disk label MUST have the following information

format (ST or Amiga). and the sender's name and
address.
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Like they say at the iicadem
before you transport.  One wr
. could end up an a

cONSPIIIRCY
SMOKE OUT SPACE SLEAZE
So here l am, r iding herd on six planets, checking

out the cultists, keeping an eye on the droid
assassins „ s a m e  old stuff.  Then.'sbe idiots

downtown decide they want me to be u p  an
"intergalactic drug ring*:

But, it's not all bad. I do d y
at the Mi nd Zi tavern. And I get

walking in the front door of the
Some things never change, tho

still real a

Ace Powers
Star Police

••
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ON I I I  ROCKS
STALLONE IS BACK

TOO__ Only in a
more familiar guise

Yes, the tough
boxer returns 14

years after his first
appearance. In

Rocky V Sly goes
back to Philadelphia

to train a young
lighter but ends up
involved in a bust

• up with his son. But
will he actually kick

the bucket this time
around? Who knows?

Who cares?

GUNSHIP I
SIMULATION

specialist
MicroProse has

confirmed the
existence of a
sequel to the

best-selling
helicopter

simulation Gunship.
With the

provisional title of
Gunship 2000, this

long-awaited
release has been
in the works for

around 18 months,
Taking control of

an enhanced
version of the

original chopper.
Gunship 2000

sees the player
doing battle in a

more urban
environment of

drug barons and
the like. A firm
street date for

Gunship 2000 has
yet to be set, but

you can expect to
see something on

the PC towards
the middle of

1991.

CORPORATION CRAZY
YOU MAY have heard of people turning
their bedrooms into shrines for Elvis
Presley. God e v e n  Turtles. But Jam il
Ahmed o f  Catfor d,  London h a s
devoted his to... Corporation.
Jamil, the Corporation Kid, is fanatical about
Core Design's debut adventure, which was
reviewed back in Issue 23 of The One where it
gained an impressive 90 per cent. When Jam!
saw Corporation at the Computer Entertain
went Show in September he spent five hours
playing it betore reluctantly going home!

Jamil was also the first person to be
registered as completing Corporation. He
viewed the congratulatory screen on the 19th
September alter a week of hard playing. Well
done, son.

Does anyone else have an equally unusual
computer-related fetish' You do! Then drop us a
line to the address in the front of the magazine.

Good news for Jamil and all other Corporation
fans is the imminent Corporation Mission
Disk. This contains an additional 16 levels to be
used in coneinction with the original disks. The
new levels have completely different maps and
some new aliens. The Corporation Mission Disk
should be available in December for £14.99 on

PART OF Jernil's 'shrine t o  Core Design's Corporation.

ANCO GETS EVEN MORE KICKS
OUT OF KICK OFF
ANCO is set to release a whole range of
Kick Off-related products over  the
coming months, including two new
versions of  Kick Off 2!

Now that the World Cup is well and truly out of
the way, Kock Off 2 is available without the
relevant Cup data for the new price of E19 99
Owners of expanded Arnigas can also obtain a
special version for E24.99 with linesmen,
referees, overhead kicks, and additional sound
effects all loaded in one go

Anco is also releasing five Kick Oft 7 data
disks between now and the new year The Final
Whistle contains a number of enhancements

THE ONE

JAMB. AHMED.: the Corporation Kid.
the Amiga Once the Atari Si version at the
original Corporation is released in November, a
Mission Disk will follow in due course.

And the Corporation tale doesn't end there
Core is currently working on Corporation II,
based on the same system as used in the first
game, but  featuring a new scenario and
containing a host of additional teat ores. You can
investigate some time in August or September
at 1991

for the original, including four new pitch types, a
'flair' attribute for players, linesmen, referees, a
physic', new corner kicks, penalties and
throw-ins, and a flick ball' option All this for a
mere E12.99 on the ST and Amiga

Winning Tactics is a set of 10 tactics that
can be loaded to enhance your play for E9.99.
Return to Europe contains data tot all three
European Cup Competitions: the UEFA Cup,
European Cup, and Cup Winners Cup. A toll
tour-division league is featured in English
League, also tor ict 99 Arid last, but by no
means least, Giants Of Europe has the data for
up to 30 mator clubs and their squads for
E14.99.

PLAY A MESS
GRANDMASTER!
BBC TWO is giving

viewers the
opportunity to
play a Chess

Grandmaster in an
interactive
television

program. Your
Move, to be

broadcast on
Friday 7
f t lDecember will
feature UK

Grandmaster Jon
Speelman. He will
play chess against

viewers who
phone in with their
moves. Using the
latest telephone

technology
computers can

analyse the
thousands of calls
instantly and then

play the most
popular move.

MO'S STUFF
SCHWARZENEGGER
IS BACK a s  a
kindergarten
teacher! But don't
panic. He's
actually a cop
who's gone
undercover as a
child minder.
Directed by Ivan
Reitman (who also
directed Arnie in
Twins), Kindergarten
Cop promises not
only action
sequences but
plenty of tender
lovey-dovey stuff
too. Arnie. in his
own inimitable
fashion, also
introduces some
COM rnando-style
discipline to the
toddlers, Sounds
interesting at
least

NOVEMBER 1990

POWERFUL
SPORTS FINALE
COMPILATION lovers are in for a treat
this month, with news of the release of
three impressive new packs.
The Power Pack from Beau Jolty boasts three
top titles from Mirrorselt namely Xenon 11, TV
Sports; Football a nd Bloodwych, and
Lombard/RAC Rally from Mandarin. Amiga
and ST versions are both available for E24,99.

US Gold has re-released three of Epyx's
sports simulations as Sporting Gold. The titles
are California Games. The Games Summer
Edition and The Games Winter Edition, all for
£29.99 on ST, Amiga, and PC.

Also imminent from USG are the Lucasfilm
Special Pack and the Sega Master Mix. t
h eLucastilrn collection contains Zak McKracken
And The Alien Mindbenders and Indiana
Jones And The Last Crusade: The Graphic
Adventure. A snip for PC, ST, and Am iga owners
at £29.99.

The Sega compilation features the arcade
classics Turbo DutRun, Crack Down, Super
Wonderboy, and Dynamite Dux It's available
on the ST and Amiga f or e24.99 with
Thunderblade thrown in for good measure.

Finally, Elite has decided to put a stop to its
seemingly never-ending release of compile-
NM,  and is  celebrating this event with._
another compilation. Appropriately entitled
Finale, the collection contains Overlander,
Ghosts 'n'Goblins, Paperboy, and all 201evels
of Space Harrier. Finale is available for the ST
and Amiga at a price of £24 99, and on the PC at
£29.99 with Frank Bruno's Boxing replacing
Over lender

GOD WANTED:
APPLY WITHIN
OCEAN has officially announced that
it's to distribute the sequel to SanCity.
one of  the most original games to
emerge last year.
In SimEarth you play God with the planet Eartn
by controlling ecological, geological, and
meteorological factors t o  influence t he
development of the landscape and the Reforms
upon it

SimEarth has been developed by Maxis, the
US team that was also responsible for SimCity.
C-ommenting on the deal. Ocean 's Development
Manager Gary Bracey said
- W e  a r e  
i n c r e d i b l
y

excited to be working with Maxis. We really feel
that SimEadh is one of the most innovative and
awesome pieces of software yet seen in the
entertainment software industry."

SimEarth i s  part  o f  a  three product
agreement with Maxis. The next one due is
Robosport, which also promises to be -
v e r ydifferent'

More imminently though, the PC version of
SimEarth will be out before Christmas at around
the 140.00 mark. The ST and Arruga versions
should appear late in the first quarter of next
year at a lower price yet to be decided. All three
versions will come complete with an informative
200 page manual
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An interac tiv e
Detec tive Story

•  Interact with more than 27
digitised characters and
respond to questions, bribes
ond threats.

•  Use the innovative 'point 'n•
click • system which enables you
to search without typing.
•  Fly your 'Lotus speeder to
locations all along the West Coast

•  Rummage through offices.
warehouses and factories
looking tat clues.
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Crime Wave
-A Powerful
Detective Drama

Features:
•  Incredible digitised "Motion
Graph ( f e a t u r i n g  real odors
and models).

•  Real Sound digit ised sound
-  no hardwore required.
•  Unique Three dimensional
scrolling cloying fields

•  Tremendous depth and
playab4lity
•  Breathtaking 256 colour
VGAIMCGA graphics
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substantial
differences

between
development

teams. We
believe in
marketing
teams, not

our
corporate
body. This

way
consumers
will have a
better idea

of what they
are buying

and the
developers
themselves

will have
more

substantial
careers."

We have a
fair mix of

skills at our
disposal so I
wouldn't be
too quick to

write our
obituary."
Tom Watson,

Renegade

REBELS WITH A CAUSE
There's a possible revolution in the air
as yet another development team turns
tail and set up on its own. Laurence
Scotford pays a visit to new kid on the
block, Renegade, to see what all the fuss
is about.

AS REPORTED in the previous issue. The Bitmap Brothers
have abandoned their connection with Mirrorsoft's
ImageWorhs label to set up Renegade, a new software
publishing arm aiming to otter developers a 50/50 Deal,
The company was established by Mike Montgomery,
Steve Kelly, and Eric Matthews (The Bdmap Brothers),
Martin Heath and Adele Nozedar of Rhythm King
Records, and former Telecomsoft and Mirrorsoft
employee Tom Watson.

The connection with Rhythm King records is important
in that the company is known withinthe recording industry
for offering a similar deal to its own artists, We asked three
of the new company's directors to talk us through the
philosophy behind the firm, and take a look at its first
release. Gods.

TIM WATSON M i l l
CHUCKLED enormously when I read the comment of an

anonymous publisher in the last issue of The One: This isn't the
record business, and these people are very naive to think they
can just come in and change things around just like that... there
are numerous hi dden costs incurred by the publisher.., any given
program is the pro.
duct of far more
people than just
the programmer —
so why should he
get all the credit?' It
just re in fo rces
what we are doing.

The software
industry thinks only
it knows how to
handle its product,
but i t  is really a
small and simple
industry. Are these
'Hidden Costs' the
company M e r -
cedes and BMWs?
The software industry isnot unique. Management and marketing
skills are transferable, so this parochial attitude is funny.

The two key things that matter to us are the way we publish
and promote software. To take the film industry as an example,
99 times out of 100 you are not swayed in the film you see by the
name of the company that releases it. but by what you know of
the people who have created the product. These people are
more than capable of determining the right direction for their
own careers.

'There are substantial differences between development
teams. We believe in marketing teams, not our corporate body.
This way consumers will have a better idea of what they are
buying and the developers themselves will have more
substantial careers.

"Developers
are going to
have to get a
better deal

from
publishers if

those
publishers
want to

survive. This
is not a
cottage

industry any
more.

Mike
Montgomery,

Bitmap Brother

THREE of  the
dire ctors 01 the

controve rsia l ne w
e rte rta inm•nt

software publishe r
Renegade. From
left to right: Eric

Matthews ( Ba r u ,
Brother),  M a rtin
Heath (Rhythm
Kingl. a nd Tom

Watson.

"The comment I mentioned earlier was ignorant. Look at the
credits on a record sleeve and you will see that there are tar
more people involved in the production of a record than a piece
of software. The amount of work in producing a record
compared to a software product increases by a factor of at least

"Consumer recognition of development teams won't be as
tightly defined as consumer recognition of record artists to the
extent that people will consistently buy products from their
favourite development teams, but the broad principles will still
apply.

"Currently. developers negotiate a royalty rate and then an
advance on that, and are then sent away to produce the game.
We analyse the cost of producing the product, and take into
account the possible overheads before the work starts. The
direct costs are then deducted from the income from the
product, and the profit shared. This gives the developer
incentive to get their costs in order.

'We also take into account the amount o f technical
assistance that will be required from us. The one man developer
is less and less of a reality in 16-bit software, so we want to put
together a creative pool in which developers can flourish.

'As far as the piracy and pricing problem is concerned I don't
know if there is a solution. Of course piracy does force pnces up,
but then you have to ask, 'If publishers did start selling more
units, would they make their products cheaper?'

"People don't often consider the amount of work that is
involved in producing 16-bit games. There is a great difference
between developing 8-bit games and developing 16-bit games.
More and more people are required now to produce a really
good 16-bit game. Then customers want nice packaging and
manuals, and of course a lot of profit disappears at the
distributor-retailer end.

'We would like publishers to change the way they operate, to
have a look at the way they spend money. They should spend
more on promoting their products and less on promoting

themselves. We are
already doing this,
and we have a fair
mix of skills at our
disposal, s o  I
wouldn't b e  to o
quick to write our
obituary.

'As far as con-
sole development
is concerned It is
easy for everyone
to say they are
seeking out con-
sole business. I
think European
developers a re
perfectly placed to

harness their existing skills in developing for 16-bit consoles.
American developers have a lot of expertise in producing
DOS-based material but European developers have gained a lot
of experience in the transition from 8-bit to 1 6
-
b it  m a c h i n e s .  
B u t

yes, we'd all like to be involved in consoles.
"CD-ROM isgreat but I don't thinka lot of people will be buying

CD machines for the home. The more interesting area is the
Sony/Matsushita work on CD-I, but at present it is impossible to
say what will come out of that. There are still problems to be
overcome.

"If CDTV can work, great. it will make people aware of what the
future can bring. One way or another CD is going to happen.
Geoff Heath, director of Mindscape, made a very important
comment in Issue 24 of The One that CD involves spending mini
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him budgets and is only feasible in conjunction with record and
film companies. Hopefully we are already more in tune with the
methods required — software, sound. and video professionals
will be needed and we have access to all three.

"We have the music expertise in Rhythm King who also have
links with TV and Video production companies. That is a key
factor in where we are coming from and where we are going to."

fg, M I K E  PAMITGOMERII •
'THERE are already some publishers run by developers, but we
are trying to do for the software industry what Rhythm King
achieved for the record industry. At the moment we get the
situation where big publishers collect awards for their products,
but surely the award belongs to the developers — after all they
put all the work in. We are out to promote the developer, not the
publisher. People will be buying a Bitmap Brothers game which
happens to be published by Renegade, rather than a Renegade
game which happens to be developed by The Bitmap Brothers.

"Developers are going to have to get a better deal from
publishers if those publishers want to survive. This is not a
cottage industry any more. It's team efforts that result in good
product, and with the advent of CD technology software
development is going to become even more like film production
with much bigger work forces.

'We will definitely see more originality in the future although
products do have to be commercially viable. At the moment we
almost havetwo markets: licensed products and original games.
Neither of these markets is going to disappear, but hopefully the
quality of licensed games will improve."

'PUBLISHERS oil H i  w e  are g  are
incredibly misinformeo. It is not a good idea to compare
computer games publishers and record publishers. Arecord can
take up to two years to produce with many people involved, Even
so it is the artist that gets the credit.

'Rhythm King started because we wanted to release records
in our own way. There is no other record company that offers a
50/50 deal to recording artists. If the software industry was ideal
then developers like The Bitmap Brothers wouldn't be forced
into setting up on their own,"

RIGHTEOUS M O M U  CMAIIIMUS COUP?
THE EXIS1ENCI of Renegade has already given rise to plenty of
very strong feeling within the entertainment software industry.
While the principle of a 50/50 developer-publisher deal is
anathema t o  most established companies, there a re
undoubtedly many in their employ who feel that the time is ripe
for change and that it might as well come about through
Renegade as anywhere else_ But do  developers really
understand the business of publishing? And, conversely, do
publishers really have any idea o f  the difficulties and
requirements of developers?

If not,then Renegade could well be the best thing to happen to
the industry since the firm establishment of the 16-bit market.
Success for Renegade could have many key industry figures
visibly quaking, while signalling for development teams the sort
of prosperity they have not enjoyed since the mid-80s.

But what if The Bitmap Brothers and like-minded developers
are trying to have their cake and eat it? The collapse of this new
company. as well as evoking a chorus of 'I told you so' from the
rest of the industry may also succeed in undermining the
confidence of the 'underpaid, undervalued, and overworked'
creative mindsfor whom Renegade has set itself up asasaviour.

Whatever the future for the company, the most important
aspect is how it will affect the deal that consumers get in return
for their patronage. Indications are that, apart from the
possibility of recognising a few more of the names responsible
for the games you play, you won't be seeing much of a change in
the way the software industry views you, the way it takes your
money, or, indeed, the product that it gives you in return.

1
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Will Renegade be immortalised with its first
release? Laurence Scotford finds out.
GODS draws inspiration from the legend of
Hercules, a gentleman prominent in both
Greek and Roman myth. I n case you
weren't paying attention in your History
lessons, Hercules tor Heracles as the Greeks
know him) wa s  supposedly s et  1 2
near-impossible lobours by  Eurystheus,
King of Argos_ And it is these on which Gods
is based.

The finished product is going t o be
divided into four or five worlds, each with
four or five levels. Although these levels
must be played sequentially there is more
than one way to complete a world, and you
con be sure that no two games you ploy will
ever be the same

Al the heart of  the program are four
specialised pieces of logic that control the
use of objects, normal adversaries, intelli-
gent adversaries, and problems. Together
these modules allow on infinite combino-

STEVE Tall, Barna!) Brother and
programmer of Gods

WORK IN
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OUR H ER O is a  ve rsa tile  cha p. He  ca n
handle a  wide  se le ction ot de a dly
weaponry, horn time  bombs to  fire ba lls,
At a  pinch he  ca n e ve n t ire  while  clinging
onto a  la dde r. t i there  a re  no la dde rs
available . no proble m h e  ca n drop short
distances,  moving through the  a ir a s he
does so .

hon of interlinked events. Rather than just
creating a fixed environment which is the
some each time you play, the systems used
in Gods modify the games performance
depending on what the player does, or
even how well he does.

Playing Gods is very much a journey of
discovery. You hove to experiment with
actions to discover exactly the best way
through each world. Even if you do manage
to play right through you won't be left with a
white elephant — play it  again ond the
chances are you will discover more aspects
to Gods then you encountered in your first
run through it.

In foci, the beauty of Gods is that you con
never really be sure that you have done
everything that there is to do. Attempt to
play it with a completely different strategy
and who knows what might happen?
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EVERY dead opponent ha s the  potentia l to  le a ve  be hind a  bonus object,  such  a s
diamonds or mone y ba gs u se d  to  buy use ful e xtra s in  the  still-to-be -implemented
shops),  o r a dditiona l we a pons a nd other equipment. A neat touch is the  a bility to
intensity e quipme nt by colle cting more  than one  of  each type . One  of  the  more  use ful
'items' is the  Familia r,  a  fl ying cre a ture  who a tta cks a ll othe r cre a ture s tha t ge t in  its
way until it s hit  points e xpire .

THE MED WHO SHAPED GODS
THE TWO men responsible for Renegade's first release
are programmer Steve Tall and graphic artist Mark
Coleman. They began work on Gods last December and
expect to have it finished early next year. Steve is a new
face among The Bitmap Brothers. He hod previously
worked for Tynesoft as part of the team responsible for
Circus Games, Rodeo Games, and Beverley Hills Cop.
Steve's programming career began on the Dragon. "It's a
much maligned machine,' says Steve sounding generally
sorry for that. When the leap between the Dragon and the
likes of the Atari ST is mentioned, he retorts that 'there are
many similarities between the 6809 and the 68000.
Switching from one to the other wasn't too difficult." It may
well be that The Bitmap Brothers will go on to create other
games using the Gods system. Its versatility and power
make that a very feasible and very exciting option.

ALIENS come  in two type s. Wa lke rs. which st ick to the  wa lls a nd floors a nd so  ca n be
easily a voide d a nd shot,  a nd Flie rs,  which ha ve  the  ha bit of swooping down on you
unexpectedly. F lie rs a nd Wa lke rs both come  th ick a nd fa st so  the re  a re  ra re ly
moments whe n you ha ve  time  to sit  and ponde r the  situa tion. At  the  e nd of e a ch world
you confront the  tra ditiona l end-of-levet Bo ss. The se  guys a re  st ill a wa iting theattention of M a rk Coleman.
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GODS WOR L D S a re  riddle d with switche s a nd one  or two myste rious obje cts.
Discove ring just  wha t e a ch switch  or obje ct doe s is part o f  the  fun. Just  to  complica te
matters, in  ma ny ca se s traps,  bonuse s,  a nd e xtra  se ctions are  not simply activa ted b y
a single  obje ct or lever,  but b y a  combina tion of  two or more  of the m.
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THINGS hot up whe n you e ncounte r one
of the  Occa siona l 'inte llige nt' a dve rsa rie s.
By using a  se cond e ditor the  de signe r ca n
give  e a ch of these  a  prima ry a nd
secondary objective ,  a s we ll a s se tting up
other va ria ble s which control the ir
behaviour. An  inte llige nt crea ture  ma y be
instructed to guard tre a sure  unle ss
certain condit ions are  fulfilled,  in  which
case it  a tta cks the  pla ye r. I f  it  doe s a tta ck
then twisting a nd turning down pa ssa ge s
will do  no good a s the  cre a ture  sim ply
follows you. The  only wa y to e sca pe  is to
kill it  o r t rick it  into fa lling down a  pit  or
meeting some  simila r la te . An d  since  e a ch
creature monitors its surroundings a t up
to 1 7  t ime s a  se cond you  ha ve  to be  a  bit
swish to  sha ke  I t off.

I t o l o c t  P a t h  I r a n  M o n a r t
I n a  E a l r e a r  h a w s  l a  c a m a s  t h r o w s ' .  t h e
1 1 : t a t t e d  P a t t o ; 0 2 3
P a t h  L a • a t h  • 0 0 1 1 a h l i r t a s

THE ALI EN  Atta ck Wa ve  Editor is use d to
determine the  a tta ck pattern a nd type  of
each -
n o r
m a l '  
a d
v e
r s
a r
y  
y
o
u  
e
n
c
o
u
n
t
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r .

They a re  fa irly stupid a nd follow a  use d
path, wh ich  ma ke s them e a sy to re move .

THE COLOURFUL skie s featured in Go d s
are created b y using palette  switching.
The Sky Editor a llows the  colours a nd
frequency of switching to  be  adjusted
with ease .
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ONE OF the  most impre ssive  a spe cts of
the syste m  be hind Gods is the  Proble m
Editor. Puzzle s a re  triggered b y one ,  two
or three  conditions,  a nd the y ca n a lso be
chained together,  The  conditions ca n be
anything from ca rrying a  pa rticula r item o r
being in  a  pa rticula r pla ce  to ha ving
scored a  spe cific qua ntity of  points. Th is
fle xibility a llows the  de signe r to se t e xtra
traps if  a  pla ye r is doing pa rticula rly we ll,
or e xtra  bonuse s if  he  is doing ba dly.
Thus the  game adapts to your style  of
play .
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BACKGROUNDS a re  put together with the
Map Editor. Pre -defined b lo cks are  put
into position a nd the n designated a s
pla tforms or wa lls. T h is e ditor is a lso use d
to posit ion 'Eve nt Spots lo ca t io n s tha t
trigger e ve nts lit h e  pla ye r enters them,
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tales of violence
in Vietnam...

A TOTAL number
ol 47,244 U S

servicemen we re
kille d in  Vie tna m

between 1961 a nd
1973. Four we re
Generals, e ight

were Colone ls and
61 we re  Lit

Colonels.

51 PER  C EN T of
deaths we re

incurred in
firefights a nd 16

per cent of  wounds
came from sma ll

arms lire .

SHRAPNEL
fragments ca use d

36 pe r cent of
deaths a nd 65 pe r

cent of in jurie s.

303,704 U S
servicemen we re

wounded b y dire ct
enemy a ction.

10,000 losing one
or more  limbs.

05 PER  C EN T of
those wounde d in

combat survive d.

IN A sold ie r's
365-day tour of

Vietnam
depression orten
took its lo ll. Soft

and ha rd drug
abuse became so

common tha t
conscripts we re

tested for drug
dependency prior

to the ir re turn to
the Unite d Sta le s.

A U S soldie r ha d to
watch whe re  he

stepped. The  Vie t
Cong hid  Perthi

stakes (sharpened
bamboo and long

nails) in  pa ddy
fie lds a nd sha llow

pits to pie rce
unwary feet. Some
were smeared with

animal or huma n
excrement to

guarantee infe ction
of the  wound.

SOLDIERS unde r
pressure  we re  a
vola tile  force . In

March 1960 a
company of  U S

Infantrymen
entered the  hamle t

My La i,  de stroye d
its house s,

exterminated its
live stock a nd

massacred the
inhabitants. The

death lo ll
amounted to  100

innocent civilia ns.
The p la toons

commander wa s
later sentenced to
life imprisonme nt
but subse que ntly

paroled.

More American servicemen were maimed
in Vietnam than in World War II and Korea
put together. Kati Hamza examines the
conflict that crippled modern America.
IN LATE 1945 the North Vietnamese leader Ho
Chi Minh rose up against pro western South
Vietnam. After bitter fighting it was agreed at the
1954 Geneva Convention to divide the country
into two. North of the 17th parallel Ho Chi Minh
ruled from Hanoi. South Vietnam, led by Ngo
Dinh Diem, had its capital at Saigon.

Neither was content with peace. In 1957, the
communist guerrilla National Liberation Front
(Viet Cong), who had remained in South
Vietnam, began a  co-ordinated campaign
against the Saigon government. They were
ostensibly supported by Ho Chi Minh and China.
It was the height of the Cold War and America
perceived COMMUOi5111 as a serious world
threat. In line with a policy of containment
recommended by a zealous President Kennedy
it sent US military advisors, special forces and
financial aid.

Then, on 4th August 1964 two US destroyers.
possibly misinterpreting radar and sonar blips,
reported a night attack by North Vietnamese
torpedo boats. The new President Lyndon
Johnson sent in 100,000 American soldiers. In
September t he fi rst  large-scale anti-war
demonstration took place.

From the day the first American troops
officially went into battle on 29th June 1965.
they faced bitter and persistent opposition. The
first few yea rs of the war were taken up largely by
patrols, ambushes and larger search-and-
destroy operations. The objective was to enter
strips of jungle and mountain terrain occupied
by the Viet Cong In fact, many Viet Cong
managed to evade strategic US bombing by
holing up in bunkers and underground tunnels.

Gradually the action escalated. US troops
joined by soldiers from other comers of the
world launched aerial attacks on the guerrillas'
main supply route, the Ho Chi Minh trail By night
harassment and interdiction fire was targette-d
at tactical locations By day Agent Orange
Defoliant was sprayed over the jungle to destroy
communist cover. Security was a constant
hazard. The south was plagued by Viet Cong
infiltrators, double agents and spies.

In January 1966 US forces inflicted a massive
defeat on a Viet Cong stronghold near Saigon
known as the Iron Triangie Even as they
withdrew the insurgents were starting to fitter
back.

By 1968 they were ready to inflict their most
serious attack on the South Vietnamese yet.
laivng advantage of the truce during the -
l e t(new year) celebrations, the Viet Cong launched
a senes of offensives on the maior cities VI South
Vietnam and took everyone by surprise. The
streets rattled with machine gun fire as Viet
Cong suicide teams battled with US forces and
South Vietnamese armed police. By February
the communists' greatest prize had been
recaptured — it was at home in America that
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much of the damage had been done. Graphic
news footage o f  murder and brutality
consolidated antiwar feeling President John-
son sent in between 35,000 and 50,000 more
troops.

On 6th November 1968 Richard Nixon took
over as President of the United States He had a
majority of no more than half a million votes.
faced an escalating military campaign in
Southeast Asia and growing opposition to the
war at home. Whatever he did in Vietnam was
obviously crucial to the future success of his
career. Meanwhile peace talks dragged on in
Paris with no real end in sight.

After the Jet offensive America favoured a
policy of Vietnamisahon, re-equipping South
Vietnamese forces so that US soldiers would not
be so involved in combat. NO(041 began a series
of troop cuts.

In 1970 phased withdrawal from Vietnam
began. Meanwhile, the battle crossed the
borders of Vietnam. US airpower battled with
North Vietnamese troops over control of Laos,
focus of the Ho Chi Minh trail. In Apnl. amidst
bitter controversy. US troops entered neutral
Cambodia to flush out Viet Cong strongholds,
and discovered a huge cache of arms.

By April 1971 antiwar feeling had reached a
peak. The greatest demonstrations of the war so
far paralysed Washington The same month
Nixon vowed to end US involvement in Vietnam
Desperate for a way out. Nixon stepped up a
conceded North Vietnamese B-52 bombing
policy. The Linebacker Campaign was designed
to bring the communists back to the peace table
by pounding down their installations in the
north. It worked. Hanoi returned to the Pans
peace talks and a cease-fire agreement was
signed on 23rd January 1973. The US military
presence in South Vietnam was reduced to an
attache in Saigon,

In March, as the last US troops left Vietnam,
the North Vietnamese continued to build up its
troops. In the south, the Viet Gong kept the
guerrilla war ticking over.

Den there was Watergate. It was the end for
Nixon and the end for South Vietnam. On 10th
June 1973 Congress woted to cut all funds tor US
military activity in Indo-China With all American
aid cut off, it was only a matter of time before
South Vietnam fell The North Vietnamese Army
began its offensive in early 1975. In a last
desperate scramble, the remaining Americans
and their dependents were airlifted out. By 30th
April it was all over. The South Vietnamese
President Duong Van Mingh announced
unconditional surrender, and the corrimunists
took over. In 1976 Vietnam was officially 3 0 1 1
reunited as the Socialist Republic 01 Vietnam.
For Amenca the price had been high. The war
had cost them over 45,000 men, more than
$100 billion and a stinging political defeat.

Jang
,ng Mai

M. LarnA

CINE NAM
VIETNAM left such a scar on the American psyche that for a long
time it was a subject that nu-one could quite bring thernse Ives to
make a film about. There was one notable exception:The Green
Berets, a gung ho John Wayne tear-jerker, which features The
Big Man walking off into the sunset holding a cute Vietnamese
child by the hand and proclaiming schmaltzily *You're what this
is all about." Sugar and spice is not what most subsequent
Vietnam films were made of The Most recent crop of "Nam
testimonials — Platoon. Full Metal Jacket, Hamburger Hill —
have shown in graphic detail the terrible brutality of a war fought
mostly by young, disadvantaged and often black kids. But it's the
films that were made a decade earlier — Apocalypse Now and
The Deer Hunter -  that are generally regarded as the Vietna •
Classics. Movies about Vietnam veterans far outnumber tho
which actually describe the war. They range from the tender a
thoughtful IComing Home and Birdy) to the extremely mac
(Rambo), A 'Nam background is often the only acceptable
excuse for an extremely close relationship between two men
and a sure-fire formula if you want to make an action TV series
like The A-Team, Magnum arm Blue Thunder, or an oft-beat
black comedy like MASH
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1111111 1965-11975
Kati Hamza visits the White House and tries on Nixon's
shoes.

FIVE years ago, when 'Nam wasn't even so
much as a gleam in Domarks eye, Matthew
Stibbe was a hard-working schaolboy with
big ideas. I n t he odd spore moment
between taking A-Levels and applying for
university, he managed to put together the
rudiments of  a  Vietnam-based strategy
game. So what inspired a Vith form student
to start designing a  full-scale historical
simulatorat a time when mostteenagers are
just discovering Heineken and acne lotion?
"I watched Apocalypse Now. Then I read
Dispatches by Michael Herr, who also
wrote the Apocalypse screenplay, and I
ended up writing on essay on both for my
English A-Level."

I
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Matthew s interest in
computers goes
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Mekon
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even further back He saved up for his first (a
ZX81) when he was 11, discovered its 1K of
memory didn't stretch to all the programs he
wanted to use and went out and bought a
VIC-20 instead. -
M e  
V I C - 2 0  
w a s  
d e fi n
i t e l y

seminal for me, because it hod all the bask
attributes of all the other computers I've
ever had.' The next few years ushered a
whole string of  hardware in and out of
Matthew's bedroom; a BBC, a Commodore
64 portable with a disk drive, a Spectrum,
and ha favourite — on Atari 400. Even at
this early stage, the Stibbe business acumen
was making itself known: used to buy them
secondhand and often ended up making a
profit."

 n he found himself with a year off
between school and university he decided
to combine his Iwo passions, bought on
Apple Macintosh and began a  game
design. Ironically, when the big break
finally come it  had nothing to do with
Vietnam. Matthew's first major published

THE NERVE centre
of t h e  wh o le
operat ion is  t h e
Presiden t 's d e sk
(tem pora rily
occupied by
Matthew S W * .
From here you can
consult the
newspaper_ or read
the p re sid e n t ia l
report w h ich  g ive s
in format ion a b o u t
all a sp e ct s o f  t h e
campaign. Advice
is available from
your PR manager
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the two Presidents.
Nixon is the more
difficult to play,
because he began
his term of office
with much lower
popularity. Using
eal politicians
didn't pose a
problem U ni t e d
States prosklents
are judged to have
put themselves in
the public domain.
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Matthew Stibbe
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NAPALM
accounted for
many civilian
deaths. Napalm
burns are always
extensive because
the fuel produced
from jellied petrol
sticks to the skin
even when alight.

AGENT Orange
Defoliant left
Vietnam with a
grim legacy. Its
contamination
effects continue to
t h is d a y and  the re
is e vid e n ce  t o
suggest that it may
have caused
serious ill-health
and birth detects.

THE ARTIFICIAL  In te lligence  o f  co m m u n ist  e n e m y u n it s in
South Ea st  As ia  is  d e sig n e d  t o  sim u la t e  th e  kin d  o f  m ilit a ry
intelligence limitations the Americans faced. They tend to
infiltrate Cambodia, Laos and North Vietnam and your own
fo rces w o n ' t  se e  them  u n le ss t h e y a re  sp o t t e d  b y a e ria l
reconnaissance or detected by your units. While you try to
puzzle out exactly where they are, the invisible forces are
following specific rules about where and what kind at American
units they attack.
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' game was tlectronic Arts Imperium (see
Wit), Issue 17), a space trading adventure.
'Nom, probably because the political
material was considered too hot to handle
by some American publishers, took longer
to sell,

Like Imperium, 'Nom (which hos token
four years, on and off, to develop) is an
in-depth strotegy gome. O f  the five
different scenarios, three ore pure war-
games based on real military situations. The
other two are presidential campaigns. As
Presidents Nixon or  Johnson you learn
what it's like t o ride the Vietnamese
war-machine and live according to the
whim of opinion polls Your objective is to
prevent South Vietnam falling to communist
powers using military and economic
support. If you opt forall -out popularity you
can't go for maximum military efficiency. If
you lose face or, worse still, the war, your
days in the Oval Office are numbered.

The original des;yn started Out Os 0
generic wargame system. It WO S intended to
be a complete simulator -- any kind of
conflict and any terrain — that's the bit I
worked out at school." Much of develop-

SOUODUIG OFF
LIKE most strategy worgames 'Nam isn't overly endowed
with gratuitous sound, though it does feature a digitised
version of President Kennedy's inaugural speech: "I had a
hell of a job getting hold of the transcript and even tried the
American Embassy_ In the end I found it on a video
docu-drama about Kennedy's life The other sounds are
mainly minimolistic bangs, crashes and chopper effects,
ment involved perfecting ond modifying the
original specifications and devising comp-
lex political and economic models. They
take account of all sorts of different factors
(popularity, resources, patriotism and so
00 and were devised using a Macintosh
utility called Stella: Essentially it works like a
plumbing system_ You can turn certain
influences on and off like a top and it
transforms them into formulae."

One of the biggest problems was fitting
the design into the available memory. A lot
of the work was a matter of winnowing
thing out — a  question of progressive
simplification and working to the lowest
common denominator -  in this case the
Atari ST, What stayed in wasn't always what
interested Matthew most! 'People tend to
gel more excited about insignia than
economics and politics, so they were a
priority."

Despite the fact that he taught himself
Pascal, Object Pascal and MocApp more or
less in his spare time and is fluent in C,
Matthew prefers design to programming.
I 'm a lousy programmer really. I hove my
own peculiar ways of doing things and that
tends to confuse other people though
sometimes ithelps to be able to program to
implement a  complicated i dea. ' For
Imperium's coding he hardly put finger to
keyboard — it was programmed wholly by

Electronic Arts resident Nick Wilson, 'Nam
is different: programming was part of the
deal.

All three versions are being converted
from Matthew's Macintosh prototype. It's
been on educational process. it's wntlen in
C though actually rm more of a Pascal man.
Then the person employed to program the
PC version fell ill SO I hod to learn to program
a PC as well. I suppose thot makes me a
more marketable commodity,"

So w ha t  does  thi s 2  1 -year-old
marketable commodity with two published
games, various freelance programming
proiecis,  so m e  poe m s,  o  n o ve l "u n p u b -
lished), a thesis and two-thirds of a degree
course to his credit plan to do next?
Characteristically, his list of ambitions is
modest. First stop, sitting finals and
completing his history degree. After that a
high-flying job in Management Consul-
tancy, setting up another business and,
possibly, politics.
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EACH unit  ha s its own historica lly
accurate  insignia . Finding the  illustra tions
was one  of  M atthew's bigge st headaches:
he scoure d libra rie s,  a pplie d to  the  U S
Emba ssy and wa s e ve ntua lly force d to
order a  milita ry re ference book dire ct
horn the  U SA. The  fina l gra phics will be  in
colour s o  far the y ha ve  only been
scanned in  b la ck and white .

An odd chart shoving the reationshio oetween Support t O r .  WM. stability, rind
COMmitment

•  PolSoiSm

5ThStoblity

•  A,•cilable US C0111111 ,

'NAM sta rte d life  a s a  file  of  imma cula te ly presented game spe cifica tions. Th is sa mple
Chart de monstra te s three  of the  fa ctors a  competent pre side nt ha s to  le a rn to joggle ,
support tor wa r. South Vie tna me se  sta bility a nd U S commitme nt.

ANNUAL stra te gie s a nd troop re se rve  quota s a re  designated In
the Ova l Office ,  but it 's out in the  fie ld tha t most of the  a ction
takes M a ce . U nits ca n be  ordered a bout the  battlefield,
allocated te mpora ry a ir mobilisa tion a nd transfe rred to
hotspots. One  inte resting stra te gy is to ba it a  tra p with
slow-moving infa ntry units,  then se nd in a  group of a ir-mobile
reserves. I t pa ys to be  subtle . the re 's a  limit  to  troop re source s
so committing yourse h to a n a ll-out Ja nua ry a ttack me a ns you
will be  out of  powe r by December. Matthew consciously opted
for pa ssing time  SimCity-style  in  pre ference  to 'turns'. in  orde r
to re cre a te  a  se nse  of  be ing under pre ssure . H istory doe sn't
stop just  be ca use  the  pre side nt ca n't ma ke  up h is mind.

Presdential  posci si
DOD(

THE TR OOP a lloca tion scre e n. All t roops
that we re  or could ha ve  been pre se nt in
the wa r a re  featured, not just  Ame rica n,
but South Vie tnamese,  Austra lia n,  Korean,
Thai, a nd Philippine  a s we ll. The
ava ilability of  units is a ffected b y the
number cit conscripts and the  amount of
dedicated milita ry a id. I t 's a lso dire ct ly
related to  your succe ss in  controlling the
population on the  ground. I f  you ha ve n't
got the  M E 11 you ca n't  se nd them in . With
the e xce ption of troop commitme nts a ll
parameters ta ke  a  ye a r to come  into pla y.
Troop commitme nt is the  le a st popula r
policy but on the  ground it  often prove s
the most e ffe ctive .
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humbled all of Europe —
except Great Britain

ston called Operation Sea Lion
Arid the RAF must wage a des-

against a numerically
superior foe.

G r a p h i c a l l y  S i t I n t l i t 1 L ;

histontally accurattand thrill
ingly realistic. Their Finest Holy

The Battle of ljrirui n resets thc
stage for the air confrontation

.J Junkers 87 Stuka
Junkers 88
Donskr 17 Flying Itemil

,J Hanka IL !Spode

J  Each plane technically etCuMtc
•J Ely inks bonthsrdier. or gunno

pcsitions
Detaikd land and sea tameis.

zo Dozens or htstoncal 1111851014

3 Watch Insuint replays •
of your honest action. —
9 7 .Eesturei include stopmotion and last leeward

J  View front any coincra angle
J  Save your finest moments on disk

▪ Easy-to-leam training missions
J Huge photo-packed manual
J  Your pilots ears medah and

prom ot Ions
a  Crease your men missions

a t  I
S C
a I
N C
E  
H
O
L
L
t
t
r
d

nrdeetrenl
, 
a c c u
s t o m .  
a c t i
o n -
I : w
h e e
l  
i t
• t
h
i
g
. ,
•

_44

1
LUCAEG A M

TARI S
•
'  AMIGA

•
4-4/ PC &

CO M PATI B L ES
(fi
r

BATTLE OF Be trAIN•
9  1 9 8 9  
t s r c a s  
fi l m  
1 1
0  
A l  
A g
n o t  
R e
m n r
e d

L O O M
.
. 
1 9
9 0  
I n
c a
s  
t
e
r
n  
1
1
(
5
,
5
1
5
1  
L
O
O
M  
B
a
n
t
o
n  
a
n
d  
L
u
c
a
s  
N
e
n

Garn e t  are  Ao l o rn ari rs 04 L u cas te rn  L td  A l l  Ogn it re to tte d

Scre e n  M al t  aro  °re v onierruged ta o t t r e t a l t r e  al  Wm g am e  p o t ru n 4
,  n o t
,
h
*  
t
c
r
e
e
n 
d
r
a
p
h
c
t  
w
i
t
c
h 
v
a
r
y 
c
a
n
t
e
d
.
.
.
8
0
v 
b
e
t
w
e
e
n 
a
t
e
m
e
n
t

1
1
0
0
1
1
1
9  
a
n
d  
O
P
P
.
.
.
M
X
*  
0
1
X
1  
w
e  
W
t
*
.
t  
e
r
e  
c
a
m
p
s
i
t
e
'
s  
s
a
e
c
t
h
c
a
t
a
n
t

A



SAL
E 5

ong a'ter the passing of the

) ru led the twilight sky and the
stars were arch and ournecoA came the Age
of the Great Gueds.•  Blacksmiths Shepherds,

Cie hcs. Each dedicated to the absolute cortnol of secret
trichit ledge An cn it t r  such Guild was the 't Veasem Owe the

Mait craft transcended the limits of physical cloth, until
they wove** very taoric of moldy aselt •  Now e strange paean
Km swept the \*Cactins into otituelB leaving behind one Team

toy to Jnraiyel the mystery. Help siming Bobbin rescue hit Guild ,  and
jsnt might woe the ti,inivense from an unspeakatie catastrophe

o touracedinany
adventure welt

an iota-ince of magic
Skeisning.Nghtssolia

ton- 30 Landscapes,
.  Seetwicaled woie aod
musical efteris

Second Shadow, when dragons

Beaded aninsmon and
sttecial elects.
•  Elegant point in clet
cornet Or charweN
objects. acid magic spells
•  b u d e n s o r r e  t w i n
m a w s  Or inmentary

management
o Easto einjoy fa; begin.
nen. •,r1 Ch l d i r
,
P 1 ]  
m a p

for teterall &channel weirs
"Enthanling
(L
,
M
GPM. PLIVIff Glide

nei.icSed hide Loom. The Audio Drama-A 3Ehminute Dottie Stereo cassette.
otoduced at Iticiatilro's Academy AtuateSchnoirig Sprocket Systems. Brings the

{bowers arid setting col the game vaidly wile  •  The Book of Patents-An has.
owed tektiooca of iIcseas'ing Lite it to identify, record. and cap mask spells.

A
Fctritotw

Ao 0 6 , 1 1 “.4

Bolan
M o a k
-
m a wLLICASFILM-1=11111111111111

U.S. Gold Ltd., Units 2/3 Hottord Way,
Holtord, Birmingham B6 7AX.

Tel: 021 625 3366

1
1

37

THE
ONE

NOV
1990



38

THE
ONE

NOV
1990

res:
•  Original Rock Soundtrack

•  Learning Mode, graduate
from L-Plates on

your craft
1
1
1
4
:
t  
•  
D
e
v
a
s
t
a
t
i
n
g

playability

L i n  t
F y to Live L i v e  o  Fly

They're back and mean as hell! Five years after you last rescued the Earth, the
battle begins again. The aliens are back to grab more humanoids and suck their brains dry.
This time they have improved technique, experience and above all better craft, fortunately

so do you. Hit your fractal Smartlasers, drop your Smart Bombs....

Contains
3 Games in One:
•  DEFENDER II — Dive into
the all-new Defender II,
one of the fastest games
yet to hit the ST and
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AMIGA.
•  DEFENDER — Original coin-op written
by arcade shoot-'em-up King, Jeff Minter.
•  STARGATE — The original cult
coin-op.

EACH OUT FOR THE POWER OFARC
ATARI ST- CBM AMIGA- E 9 . 9 9

P.O. Box 555, Slough SL2 5BZ.
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Gordon Houghton plays ball
with the legendary Subbuteo
to discover what makes flick
kickers tick.
SUBBLITE0 was invented in 1947 by
Peter Adolph. onetime employee of the
Army and keen ornithologist Spotting a
gap i n  t h e  home entertainment-
boardgame market. he set out to devise his
own form of table football, Aiming to be as
faithful to the original as possible, he
constructed the first ever set using 22
Woolworths plastic buttons (filed down to
produce a  rounder base) with two-
dimensional cardboard players stuck on
top of them, wire and paper to create the
goals, and an old Army blanket on which he
chalked the pitch dimensions.

These were virtually the basic com-
ponents for the first commercial Subbuteo
set: originally the game was mail order
only, comprising a box with two teams, ball.
goals, chalk and instructions on how to
create the pitch yourself from any piece of
cloth. As soon as he began to sell his idea,
Adolph came across the problem of giving
it a recognisable tag. His first preference
was for 'The Hobby', but the title was
already patented. Turning t o  h i s
knowledge of birds, he derived the present
name from the hobby hawk, the Latin
phrase for which is 'Falco Subbuteo'. The
first advert for his product appeared in
Boy's Own in 1947, and Adolph reputedly
took I10.000 worth of orders from it.

The popularity of the game has recently
recovered after a slump in the late 70s, to
the extent that there has already been an
eight-part BBC TV series called Playing
For Real (first shown in 1988), and the
Subbuteo World Cup in Rome was given an
hour's highlight coverage by Channel 4
(including natty miniature cameras to
catch the action at pitch level).

Subbuteo n o w
sells over 300,000
sets a  year. four
times as many as
three years ago. In
1988. a f t e r  a
redesign o f  t h e
packaging, i t  car-
ried oft the Game
Of The Year Award
from the Toy Trade
for the second time
in its history. For
fans of flick-to-kick
fun, t h e  fu ture
looks bright.

THE FIRST I w o  Subbu teo  t e a m s weire t h e
Reds and  t h e  Blu e s,  a  p a ir in g  t h a t
covered  a  m u lt it u d e  o f  c lu b s on t h e  d a ys
when st r ip s we re  m u ch  sim p le r . Th e re
have been 720 d if fe ren t  st r ip s p ro d u ce d
sin ce  then, a n d  the re  a re  cu rre n t ly a b o u t
500 a va ila b le . Th e  b ig  ch a n g e  o ccu rre d  in
the 1960s, wh e n  t h e  p la ye r fi g u re s
became th ree -d im ensiona l a n d  t h e
number o f  st r ip s in cre a se d  d ra m a t ica lly in
response t o  a wa re n e ss o f  COMMerCiElliSM
in t h e  na t iona l g a m e : c lu b s m a ke  m ore
money b y cre a t in g  and  co p yr ig h t in g  a
unique st r ip . Un d e rsta n d a b ly. so m e
Subbuteo team s d o u b le  u p : in  tab le -top
terms Scu n t h o rp e  Wa le d  happen  t o  we a r
the sa m e  sh ir t s a s Ba rce lo n a . Th e  m o st
popular team . in e vit a b ly,  I s  L ive rp o o l.

THE ONE

ACCESSORIES n o w  e xist  tha t  w o u ld n ' t  h a ve  been  d reamed o f
in 1947, a n d  m o st  o f  t hem  a re  u n e sse n t ia l t o  t h e  p la yin g  o f  t h e
game (though  Su b b u te o  p u r ist s w o u ld  a rgue  th a t  t h e y a re  vit a l
to t h e  a tm osphere ). D id  yo u  kn o w ,  f o r  exam p le ,  t h a t  the re  a re ...
three t yp e s o f  g o a lke e p e r (I n clu d in g  o n e  On  sp rin g s),  f o u r  k in d s
of b a ll,  F A a n d  Eu ro p e a n  C u p  re p lica s,  co rn e r -kick a n d
th row-in  fi g u re s. team n u m b e r t ransfe rs,  t h re e  k in d s o f  goa l,  a
referee and t w o  linesm en ,  s i x  lin e  fl a g s,  a  f e n ce  su rro u n d  (t o
recreate the  e xp e rie n ce  o f  p la yin g  a t  M a t lo ck Town),  a
comple te  st a d iu m  w it h  a  cro w d  t o  t i l l  it ,  p o lice m e n  o n  h o rse s,
ball b o ys in  t ra cksu it s. a n d  a  sco re b o a rd ?  An d  d o n ' t  t h in k t h e
p itch  is  sa cre d : l i t h e  sta n d a rd  p la yin g  clo t h  isn ' t  t o  yo u r  taste ,
you can always try the World Cup edition, or the springy
Astroturf.

FINGER HEM' GOOD

THE WOR LD
record  g a m e  t im e
for a  Su b b u t e o
match is 111
hours. 11 minutes
and 11 se co n d s.

SU BOU TE0  e ve n
has i t s o w n
in te rna t iona l
o rgan ising  b o d y —
the Fede ra t ion  o f
In ternat ional
Subbuteo
Asso cia t io n s
(RSA),  w it h  m o re
than 3 0  a ffi lia ted
m em bers. Th e re
are o ve r  200
Subbuteo c lu b s
and le a g u e s
affi lia ted t o  t h e  U K
Subbuteo
Association,

/ M Y  FACTS
TWELVE tasty
tit-bits to tickle
your tastebuds•••
SUBBLITE0 is
played b y  o ve r  l ive
m illio n  p e o p le
worldwide ,  a n d  i s
so ld  in  o ve r  SO
co u n t rie s. I t  h a s
been t ra n sla te d
into 16  d if f e ren t
languages
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BALDING Bo b b y
Charlton i s  t h e

President of the
UK Association.

His brother Jack is
President ol the

I rish Asso cia t io n .

THERE has been a
Subbuteo league

fo rmed b y
Carmelite nuns In

Northern Italy.

OVER 100 m ill io n
figures have been

made sin ce  th e
game wa s

launched. I f  t h e y
were a ll lin e d  u p

they w o u ld  st re t ch
from John

O'Groats to Land's
End and back, or

f rom L o n d o n  t o
Rome.

PL ANS a re
underway for the

1994 World Cup in
the United States.

For the fi rst time
Eastern bloc

co u n t rie s a re
expected t o  take

part.

THE FAC TOR Y in
Leeds p ro d u ce d

more than  12
m illio n  team

fi gures la st  ye a r.

THE FULL
Subbutee stadium

can h o ld  o ve r  6 .000
tiny plastic
specta to rs.

A WEEK before the
Italia 90 World

Cup, Su b b u le o
held i t s  o wn  Wo r ld
Cup in  Ro m e . w it h

25 nations taking
part. The England
team insured their
fingers for 50.000

each a n d  lo o k
Several se t s o f  the
game w it h  t h e m . I t

d
i
d
n
'
t   
h
e
l
p  
t
h
e
m

win . Th e  Se n io r
World Champion

hails from Greece,
the Ju n io r f ro m

Portuga l.

AMONGST other
league p la ye rs,

Vin n y Jo n e s l ike s
to u n w in d  (and

needs to) by
playing Subbuteo

SOME cru cia l
Subbuteo team

cata logue
num bers: L ive rp o o l
(663), Arsenal (683).

Spurs (700).
Manchester Utd

(684), Be rw ick
Rangers (030),

ONE OF co m p u t e r I n ca rn a t io n 's nea te r
touches is  t h e  a b ilit y t o  cu st o m ise  yo u r
team (p resen ted  in  t h is Subbu teo  st yle
b o o . Th e  name, sh o r t s and  sh ir t s ca n  b e
altered, b u t  the re  a re  o n ly n in e  co lo u rs t o
choose from, and no options such as
stripes, halves, quarters, diagonal flashes,
epaulet tes. a n d  so  o n . So ,  i t  yo u  wa n t  t o
play Sunderland. Blackburn Rovers,
Brist o l Ro ve rs o r  C ryst a l Pa la ce  f ro m  t h e
70s. b e  p repared  t o  co m p ro m ise ,

A COMPREHENSIVE Hsi of rules is
ava ilab le  a t  a n y t im e  d u rin g  th e  m a t ch

If yo u  a ren 't  su re  w h y yo u  w e re  pena lised ,
ch e ck th e  la w s f o r yo u rse lf . Be f o re  p la y

beg ins yo u  ca n  a lso  se le ct  t h e  gam e-t im e
and team  fo rm a t io n .

AND THIS is  Su b b u te o . c o m p u t e r
-
s t y l e  A s
we ll a s a  lu l l  360  degree  o t t ch  ro ta t io n
la cilit y. ico n s a l t h e  b o t t o m  o f  the  Scre e n
a llow yo u  t o  zo o m  in  a n d  ou t ,  fi ne -tune
the ro ta t ion ,  v ie w  th e  ru le s a n d  ch a n g e
the Overhead vie w in g  a n g le  f ro m  a
posit ion  a b o u t  30  d e g re e s a b o ve  th e  p it ch
to directly above. With a chosen player's
kickin g  d ire ct io n  de te rm ined ,  yo u  se t  t h e
spin and power of the shot. The only team
member you don't control Is the 'keeper.

MIMEO
The Home Computer Game

U-3. 4-21I 111.
. _
En
i xi  
r a n o  
s a i l
i t t n
i O

COMP U TER I

COMP U TER  I

-
D13:11;
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FOOTBALL licences are as common as
Gazza's appearances on chat shows, so
anything with a quirky twist is welcome But
why convert Subbuteo onto home com-
puters? Are there any advantages other
than the tact that it eliminates the need tor a
large table on which to spread the pitch
cloth, and puts finger insurers out  of
business?

Well, the most striking benefit is that you
don't need two people to play'). Subbuteo:
The Home Computer Game supports a
league of  eight teams as well as  the
obligatory human vs computer option.
Also, you can alter the team strips (within
reason), But that's just about where the
differences end.

The gameplay is a literal rendition of the
original, and retains the classic flick-to-
kick formula The 360 degree pitch rotation
and overhead views allow you to select a
more than adequate number of angles,
and the ability to apply spin and strength to
the shot mimics the way in which the
boardgame is played. It's a flexible system
that does take some getting used to
Particularly when you have to play a shot
within 3 0  seconds t o  av oid be ing
rt,enalised.

The fact  that
It's an accurate
t r a n s l a t i o n
doesn't make it a
great computer
game t hough.
For o n e  thing,
more use could
have been made
of presentation.
There's no  loc-

i u sion of all the Subbuteo accessories you
can buy -  different balls, silly plastic
policemen, the fence surround, a trainer's
dug-out, a  70s-style Outside broadcast
unit, and nets in the goals.

It ills() lacks little in-game touches, such
as the clicking sound when players collide,
or the way that players can spin over on
their bases when swerving, or jump up
when striking the ball hard, The original
can also be a very fast game, but this
version's ic on sys tem a n d  think ing
computer opponent effectively make it
medium-paced.

These are only superficial criticisms.
What you look for in a conversion of a
boardgame a r e  way s  i n  whic h t he
conversion has added to the original. This
version only  convinces you that  t he
original, with its tactile expenence and
(particularty) t he  t un y ou  c an hav e
accusing your opponent of cheating, is far
superior.

SUBBIREO
Goliath Games
And Electronic
Zoo
Available NOW
On Atari ST
Arid Amiga
Price: E24.99

2Por
ilia M i u r a

AC nrioriorn
W W 1

!(' i t  I I I I -11ELIE
, I n T I M : 1 1 • 1 1

I I WI M11131

APART from the stogie player option,
there's also a fully inclusive league
system with fi xture lists, and an
eight-team tab le . U p  t o  e ig h t  h u m a n
p laye rs ca n  la ke  p a rt .
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TIE DIALIENARIS
APART from
Team Suzuki

there are three
other major
contenders:

Yamaha, Honda
and Cagiva. In

the 500cc
category on which
the Gremlin game

is mainly based,
these were the

most celebrated
riders at the end

of the 1989
season...

HONDA
Wayne Gardner

119E7 World
Charnovan)Michael (Mohan

Pier-Francesco Chili
Site Pons

YAMAHA
Eddie Lawson (Four

Times World
Champion)

Wayne Rainey
Christian Senor.

Jean-Phikpe Ruggia

CAGIVA
Randy klamola

Ron Haslam
Alexandre Barros

RAGS
A RED light

switching to green
starts all races.

and after that
flags are the

official means of
communication.

Bill what do they
all mean/  Read

on...
CHEQUERED

Signifies Inc finish of
a race, dropped as
the winner pELsses,
then held 510 Also
marks the end Of a

practice session

YELLOW When held
still it simply means

'Caution n o
overtaking • When

waved it means
'Extreme caution:

slow down and be
prepared to  51100

RED-AND-YELLOW
STRIPED Oil on the

track When the
yellow and the

red-and-yellow flags
are held crossed,

the race is stopped,
and all dnvers must

return to pits.

RED When held at
the start/finish line,

the race is stopped.

BLUE You are
being hollowed,
prepare to give

way

GREEN 'Clear the
track'

BLACK Used with a
racing number, it

means that the
competitor must

return to the pits.

TEAM SUZUKI:
THE

marred by  injuries
and crashes. After
winning two races in
all in 1988 he went on
to win another six in
1989 with a string of
pole positions and lap
records, halving his
accident rate into the
bargain At the end of
1989 he earned the
title of fastest rider in
the most races.

RIDERS
KEVIN SCHWANTZ (USA)
BORN in Texas, 26-year old Schwantz has
competed in three grand pm seasons. He
learned to ride on dirt-tracks before smtc hing to
road racing, a background which gave him a
characteristically exuberant racing style. He
won his first ever GP race iniapan, but the rest of
his first season was

KEVIN MAGEE (AUS)
LIKE Schwantz. Magee burst on the scene only
three years ago. He developed his smooth riding
style racing big-production tour strokes in

Australia, where he
rose rapidly from club
status to the very top
In his first GP year the
78-year old Australian
finished filth in the
table. An iniury in the
third race of  1989
affected his perfor-
mance for the rest of
the season. Even with
this handicap, and
missing two races, he

1 fi n i s h e d  fi f th again
F o v e r a l l .

THE N O V E M B E R  1990 t

Leather boy Gordon Houghton tries out the
saddle of Gremlin's latest racer.

THETEAM SUZUKI 500cc racing bike 'sone of the most powerful
in its class, capable of accelerating from 0-60mph in 2.7
Seconds, anti with a top speed of 186mph. Prototypes date back
to the mid-70s, when the square-four
Suzuki estabhshed the two-stroke design
parameters which pushed bike develop-
ment in its present direction,

The modern Suzuki grand prix racing
team is descended from a long line of
world champions, including Barry Sheene
(1976 and 1977). In those days it was run
from a base south of London, More than a
dozen years later, members of the original
group form the nucleus of the present
team. Only the hardware and the location
have changed — Suzuki is now based in
Kent, close to the workshops of former
multiple champion. John Surtees.

The world motorbike racing cham-
pionship was instituted in 1949 by the
Geneva-based FIM (Federation Interna-
tionale Motorcyc liste). This federation was
founded in 1912 and has 52 member
countries: it  issues licences, approves
circuits, sets the calendar, writes the rules
and adjudicates in any disputes. Anyone can race ina grandprix as long as FIM requirement A t isfi e d ,  You
need an international licence, your entry has to be endorsed by your national federation, and you must have
competed successfully enough to be near the top of the grading system.

Typical grand prix meetings last four days. from the free training day on Thursday to the climax on Sunday.
Friday and Saturday usually comprise four sections of 45 minutes' timed practice to sort positions on the
starting grid, and also allow riders to test their tyres. On race day, riders are allowed another 15 minutes'
warm-up.

Once the race has started it lasts approximately 45 minutes, with only a couple of possible interruptions:
suddenadverse weather conditions or obstructions, such as crash debris or injured riders, on the track, If less
than two laps have been completed, the race is restarted, If it's stopped before three-quarters distance, a
second leg makes up the full distance. If there's another hitch, the current positions count as final,
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GREMLIN inte nds to ma ke  Team Suzuki
as a ccura te  a s possible . right down to  the
wheelies ca use d b y ove r-re vving. One  of
the bone s of conte ntion right now is
whether o r not to put ride rs on the  bike s

doing so  would slo w down the  frame
rate. I t ma y be  implemented a s a  se tup
op t ion .

A TOUCH OF CLASS
AT THE beginning of the 1990 season, the grand prix were
trimmed to lust three solo classes, all determined by cylinder
capacity. All classes have a minimum weight limit, a maximum
number of cylinders and a maximum of six gears. They require
radically different riding techniques, typified by the way in which
they approach corners. A 125cc rider is running a knife-edge,
balancing maximum tyre adhesion against the chance of a skid
which causes loss of speed. At the other end of the scale, the
500-class rider has a surplus of horsepower, and deliberately
breaks the tyre loose to use it, using the skidding front wheel to
supplement the brakes and spinning the rear wheel to turn the
bike, shifting his weight for stability. A 250cc machine fallS
between the two camps: it has enough power to spin the r
wheel, but not enough to waste speed.

5001:c
Four Cylinders, 115kg Minimum Weight
The most powerful machines in this class have about 160hp. and are
capable of mata than 300kmh (186mphy They are dominated b t he
works Vas from Suzuki. Honda and Yamaha.

Nem
Two Cylinders, 90kg
With up  to 80bhp available 250s can approach 500cc lap times on
twisting tracks Because of the half-size rules. Honda and Yamaha both
bisected the ir 500cc V4 s to  produce 250cc hems.

IttiCC
One Cylinde r,  6 5 kg
Following the demise of the BOcc class, the I 25s stand alone Their main
advantage is speed at low cost.

THE ONE

TEAR GREMLIN
GREMLIN'S job of converting all this onto
16-bit has been made a lot easier by
Suzuki's cooperation, as ion Richardson
explains: "During every grand prix Suzuki
puts a camera on the bike, and they send us
the video of everything that happened
during the race. They've supplied us with just
about everything we want, even down to
the very latest photos of the bike." This has
helped Jeff CYCarrol, onetime employee of
Sullivan Bluth (Dragon's Lair and Space
Ace), and the man responsible for the bike
graphics. In fad, the only major problem
Gremlin has faced was how to avoid using
action pictures for packaging and promo-
hons with the Team Suzuki sponsor 1 name
on them. The sponsor is cigarette company,
Lucky Strike.

All the 3D polygon routines are up and
running, and programmer Carl West has
just finished the last of the 16 track designs.
He's been working on the project since
May, although his 3D routines have been
around for a lot longer, doting back to his
days with Veklor Grafix. The choice of
polygons against sprites wasn't a difficult
one for him, as he explains, "You can view
polygons from any angle you want." The

THIS is the Team Suzuki 500cc racer on
which the  game is ba se d: for bike  buffs,
it's a  spla ye d squa re  four,  with prima ry
induction b y reed va lve s through M ikuni
carburetors,  the  e xha ust controlle d b y a
barre l-type powe r va lve . A  multiple  d ry
clutch transfers power to the six-speed
cassette -type ge a rbox. Lightwe ight AP
carbon-carbon front bra ke  d iscs a nd
M iche lin ra dia l-ply tyre s are  a lso  used,

result is not dissimilar to Namco's coin-
operated Winning Run and MicroStyle's
Stunt Car Racer - except that Suzuki uses
a much greater variety of viewing angles.

Part of the decision to provide multiple
viewpoints is due to the standards set by
Electronic Arts' Indianapolis 500. TeamSuzuki has borrowed the innovative
trackside cameras and given them an extra
twist - you can follow any bike in the race.
The complexity doesn't stop there; viewsare available from behind or above the
bike, a couple (front and rearl on the bike
itself, plus a full 360 deg ree rotation around
it, with the ability to zoom in. Depending on
the amount of detail on screen, the updatevanes between seven and 16 frames a
second.

TEAM Suzuki's programmer, Carl west
used to work for Vektor Gratis before
joining Gremlin. He was part of the team
that wrote  F-ghter Bomber h i s  Only wo rk
to date pr ov i di ng much of the
programming, map design and some of
the gra phics. Ian R icha rdson e xpla ins how
he jo in e d  Gre m lin : H e  se n t  in  a  d e m o  and
said he 'd be  inte rested if  there  we re  a ny
jobs going. Basically, we lust phoned him
up a nd a ske d h im  whe n he  wanted to
start"

PROJECT
Team Suzuki

PUBLISHER
Gremlin Graphics

AUTHOR
Carl West
Programming}

Kevin Bateson
(Music)
Jen
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RELEASE
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THE MAJOR advantage of polygons over sprites can be seen in
this distant view of the bikes at the start of a race, The system
Is so flexible that you can zoom in and out, and roll the
viewpoint through 360  degrees.



PROGRESS
1 1 2 A NOVEMBER 1 990

PARNAUPA RACE
OISTANCES

RACES usually
last for three

quarters of an
hour, depending

on conditions. An
average speed for
the 500cc race is

60kriVti
(100mph),

1250c: 90km
250cc: 100km
500cc: 120km

RIZUM
THE DIRECTOR
in charge of the
Suzuki project is
Mitsuo Bob, the
only Japanese

rider ever to win
an Isle Of Man

TT. Chief
mechanic Simon

Tonge, who used
to work as one of

Sheene's
rags
.
,  
n
o
w  
l i
a i
s
e
s

with the Japanese
technical

development
team. Standard
speeds for each

of the Suzuki
500s six gears
are as follows._

1st: Blm p h
2nd: 9 Bmph

3rd: 121mph
4th: I42mph
5th: 156mph
6th: 166mph

Although Team Suzuki is mainly based
around the Suzuki 500cc model, Gremlin
hos incorporated the 250cc and 125cc
classes as well. In eoch category you cart
enter the full championship season, take
part in o single race, or go for a practice run
on your own. Pushing the bike too hard
leads t o disaster, although mechanical
failure, art inevitable port of any simulation,
has yel to be programmed. For the grand
phx season, Gremlin intends to implement
the world championship points and table
system, and may utilise the real-life track
records to give you something to aim at.
There's even the possibility of  linking a
couple of  machines together to provide
head-to-head races.

Music is provided by  Kevin Bateson,
Gremlin's resident musician, and a former
member of a cyber-pop bond called The
Bionic TV Buddhas. Although he hadn't

written specifically for games before, he
used Amigos extensively in the band, and
Gremlin was impressed enough by  his
demo tape to take him on.The three-minute
loop took him just four days towrite and is a
kind of  Starsky And Hutch theme tune
remixed for the 90s.

The future for Gremlin isn't all racing,
although it has got Celica GT4 Rally and
Super Cars 2 in the pipeline, and has just
released Lotus. Projects for the coming
months include work  on a  variety o f
consoles, Switchblade 2, and a  major
licence (Project H) due for releose at Easter.
However., what looks like being one of
Gremlin's most impressive products to date
(currently under wraps) is Project I  — it
won't be released until the end of next year,
but it 's already looking pretty special.
Watch this spoce.

M100100

THE BI KE I s
controlled using
the mouse : I t ta ke s
time to ge t
accustomed to  it,
but the  re sult  is
greater fle xibility,
as C a rl We st
e xpla ins: T h e
joystick is nowhere
near a s good. I  ha d
a ba sh a t doing it,
but it  lust  fe e ls
comple te ly dead
and you veer all
over the  tra ck,
e spe cia lly whe n
you're  trying to
negotiate
chica ne s.
-  H e  
s t i l l
hasn't de cide d
whether or not to
Implement co llision
detection with
obsta cle s be yond
the tra ck limits
(such a s buildings
and bridge s).
simply be ca use  the
bike may riot be
allowed to  leave
the tra ck.

NO SIMULATED racing experience is
complete without a  grandstand a nd a
crowd to  we lcome  you home . Ca rl
expla ins how the  e ffect is a chie ve d: "Yo u
lust ma sk ra ndom data  into the  polygon.
Normally you've  got 16  colours for the
polygons,  a nd tha t a cts like  a  1 7 th. it  you
want a ny othe r effect,  such  a s a
semi-transparent colour,  you just  g ive  it
another routine ."

TV C AM ER AS a re  positione d a t tracisside
loca tions a nd ca n be  programmed to
follow a ny ride r in the  ra ce . I f there  a re
any spe cta cula r cra she s,  o r you lust  wa nt
to re ve l in  your own skill,  the re 's a lso an
action re pla y option.

Cce7
-
1
77 
p
H
! ,

THE N EXT Gre mlin ra ce  game  is Ce lica
GT4 Ra lly,  e ndorse d b y Toyota  a nd due
for re le a se  at the  end of  Nove mbe r to
coincide  with the  Lomba rd ra lly. I t
features 30  sta ge s in  a ll weather
conditions a nd is,  a s Ian R icha rdson
expla ins,  "a n  a ttempt to  simula te  prope r
rallying,"
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S P E T E

THIS is a  shot from the  re a l ga me  which  more  or le ss
replica tes the  origina l sa mple . Orig ina lly I  wa s going to put nice
little  ne ts in  too,  but th is would a dd about 120 points a nd
80-plus line s to  the  ma ths a nd plot routine s. Th is would slo w
the game  down a  lo t  but a dd ve ry litt le  to the  ga me pla y."

4 1
1 6
1 0

THE ORI GI NAL digit ise d ima ge  P sa mple d from a  TV snooke r
competition a round June  1988, Obviously I 've  re touche d it
slightly to  improve  e dge s e ic_"

THIS is one  o f  the  four type s of de bug re a douts I  use . Th is
one shows the  pocke t M outh highlighte d with a ll its re levant
data printe d u p ."

GI,

411111111111EMILKOM00110t

ream I
"I had this dream one night about

table with everything in front (



ME Tru
mit f a snooker game, flying around a
Dnt o f  me. And it was exactly this."

ARCHER Maclean soys this sitting in The
One's cupboard-like playroom, idly toying
with the ST's mouse. On screen a myriad of
25Hz polygons spin around in the shape of
a snooker table. Upon this fully shadea
, a n dshodowed balls cannon off each other. This
is 3D Snooker.

A dream come true,
Unfortunately Archer's dream was way

back in 1982 when the home computer
technologies of the day weren't really up to
supporting such a vision. He had a while to
go honing his own skills as well on such
memorable products as Dropzone and
International Karate. It wasn't until Archer
was nearing completion of a n d  hod a
chance to experiment with a video digitizer
that his dream started to become a reality.

'I was mucking around freezing pictures
of Terry Wogan and stuff like that. The
Wodd Snooker Championships was on at
the lime and I got this great picture of a
corner shot — it wos a real close up. On top
of the balls were four f rame window
reflections and everything about it  was
just... so great. After a bit of touching up of
the original image I thought, 'I could do
game like that'. I showed it to a few people
ond they said, 'You'll never do it'. With IK
in it's final stages there wasn't too much
could do about it. And then, lo and behold,
Nik Polling brings 3D Pool out. He had all
sorts of fancy stuff, with 16-colour shaded
bolls, all done on on Archimedes. I thought,
'Ah shit, back to the old drawing board', But
when it came out on the ST and Amiga I
thought, 'Oh, there probably is still a marketfor it That's when I decided to get really
stuck in. I've been working on it over 12
months, on ond off."

Despite being Archer's first foray into the
world of polygon graphics, Snooker really
is very fast a  lot foster than mony other3D
,
p
r
o
d
u
c
t
s  
D
o
e
s  
h
e  
t
h
i
n
k  
t
h
a
t  
o
t
h
e
r  
a
u
t
h
o
r
'
s

have take a sloppy approach to their work?
"I would say other people ore doing their

own thing. Now I've got a 3D imoge here
which hose 156 lines, 69 polygons and 96
points, which is not an awful lot. I f  you
consider something like Elite or whatever
its got a whole universe to simulate. There
are also polygons and objects mode up of
polygons, all with their own intelligence. A
snooker table is a closed environment, and
taking that into mind there ore certain
optimisations I'm able to make. I would soy
that the maths, the line clipping and point
clipping ore all areas that were targets for
optimisations specifically because it 's a
snooker game. My own method of polygon
clipping is, claw as I know, original and 400
per cent faster thon an> text book method
I've seen. I could re-orientate the system to
do other things, to be more general, but it
wouldn't be as efficient."

To date Archer has tackled all of  the
technical problems to do with displaying
and maintaining his 3D Snooker universe.
The only trouble is there's no computer
player to pot shots against. It's this problem
that's going to being of major concern over
the next couple of months. Many different
opponents ore on the cords, each of them
employing their own particular style.
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RELEASE
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CUE K A M
POP SU PR EM O
duo Cha s An d
Dave hit the  cha rts
with Snooke r
Loopy. the ir ve ry
own de dica tion to
the sport  fea turing
the voca l la ie nts of
many green ba ize
cha mpions. The re
was a  ve rse  about
'Wiggy• Willie
Thorne 's ba ld head
and the  chorus
went (some thing)
like  t h is_

Pot the  red
Then scre w ba ck
For the yellow,
green. brown. blue,
pmk and bla ck
Snooks toopy nutsare we
We're all snooka
Loo-py!

IT'S a statistically
proven fa ct tha t
women often
watch Snooke r to
ogle the  ma le
players' be hinds.

FAM OUS snooke r
pla ye rs se e m to
attract nickna me s
like  flie s Am o n g
the more  fa mous
of the se  a re  C liff
'The Grinde r'
Thorburn,  Ale x
'Hurricane '
Higgins. Ste ve
'Boring' D a vis a nd
'Lightning' Jim m y
White .
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JUST re a dy tor a
tasty double
cannon. U sing the
icons on the  le ft a ll
manner of diffe rent
shots a re  playable ,
the p la ye r able  to
add to p  or side
spin with e a se  (a nd
a litt le  cha lk).
Unlike  pre vious
Snooker
simula tions,  the
type of shots
playable  are  limite d
by the  pla ce me nt
of the  what). As in
the rea l thing,  it
you a re  ha rd up
against a  cushion
then topshots a re
the on ly options.
And if  you don't
use the  blue  cha lk
often enough you
are due  for a
miscue .

T H E O N E

AM ONG the  ma ny tools a va ila ble  to the
budding Ste ve  D a vis is the  ve ry ha ndy
directiona l a id. As you a im the  cue  ba ll
the dotted line  shows the  pre dicte d pa th.

-

EVEN whe n
displa ying h igh ly
proce ssor-inte nsive
screens such  a s
this la rge -ba lled
one, 3 0  Snooke r
hardly e ve r drops
below a  ve ry pa cy
17th o f  a  se cond
refresh ra te . During
normal p la y the
tra m° ra te  is
mostly 2 5 hz.

NOVEMBER 1990

A GR EAT stre ngth
of 3 0  snooke r is
the use r-frie ndly

front end,  offe ring
a ple thora  of

different vie ws to
the pla ye r. The
virtua l camera

moves in a  wa y
highly re minisce nt
Of more  e xpe nsive

commercia l
computer gra phics.

Arche r spe nt
plenty o l t ime  to

trying to  a chie ve
simila r t,e rspecttve
distortions to a  TV

camera a nd ha s
managed to crea te

highly fluid a nd
believable

environment.

ALL ABOUT ARCHER
ARCHER MACLEAN'S first ever work was a computer
scoring system developed in conjunction with Atari UK for
ITV's World Of Sport. 'At the time they were using systems
costing I 0 — 20,000 quid. We come along and said, 'No,
we can do you a scoring program that looks just as good as
what you're using now but costs nowhere near the price of
your current system'. I  was sitting on a  riverbank
somewhere up in Wales, two or three years running, doing
the World Canoeing Championships. You'd sit there with
the director in one ear and the camera guys ,
P t h e  o t h e rear. All of a sudden the TV director's saying 'Right, top 10
scores with differential times — NOW!' It's live TV and if
you make a  cock-up, like press the escape key or
something daft like that, all hell's let loose because all of
sudden there's on Atori DOS screen going out all over the
country. It was quite nerve-racking.
- S o o n  a f t e r  
A r c h e r
teamed up with US Gold to bring out Dropxone, on 8-bit
smash hit shoorem up that stormed the charts in 1985 and
went on to sell by the
. b u c k e t -
l o a d  
i n  
c o m p i l
a t i o n  
a n
d

budget form. Since then, I K + has more than distinguished
him in the 16 bit marketplace. So what next? Obviously 3D
Snooker's of top priority. Due to Snooker's total lack of
popularity in the USA, Virgin has also commissioned a
version of Pool for the American market which will keep
Archer busy until early next year. After that there's the
chonce of a project tentatively titled Indestructo bubble,
plus a game design currently being considered by a major
American arcade manufacturer.
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Your mission is to track down, chase and apprehend the

rxhP:°SheiVfite:.1ePc(4'I I t ' s  T O U G H E R  criminals wield some heavy.

I ' ‘ ‘  SPECTRUM

i
CBM AMIGA
ATARI ST O W  e S  li
• F A S T E R

ck the o r  p ine s e n d s  11 dangerous criminals.
•

,
/  T i  I T O  h a r d w a r e  - but so do you! You can

shoot but you Must dodge their flak_
heavy gunfire, trucks unloading their
cargo onto your bonnet.-  i t s  the
meanest pursuit game to hit your micro

OCEAN S•FIWARE LIM1TED • 6 CENTRAL STREET • MANCHESTER.
, M 2  5 N S  :  T E L :  
0 6 1  8 3 2  
6 6 3 3  F A X  
C k 5 1  
8 3 4  
0 6 5 0

. .  •

• CHA$1 HQ ItSpeciai Cr-Olives!
- continuing where CHASE HQ

left off. The Arcade thriller takes you from
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A
Flight Of The Intruder takes you into the deadliest air combat environment the world has ever known
- the skies above North Vietnam.

In 1972, the USAF launched Operation Linebacker. US forces and their South Vietnamese allies are
locked in a life and death struggle with the fanatical North Vietnamese Army. You must stem the tide
of the North Vietnamese offensive by cutting its vital lifeline to its front line troops.

From the US Carriers in the Gull of Tonkin on "Yankee Station", you must attack a variety of
installations defended by surface to air missiles and the MiG fighters of the skillful and determined
North Vietnamese Air Force.

Only team work will get you back alive.The "IRON HAND" flights must destroy or suppress the
surface to air missiles whilst Comb r  Patrol aircraft circle high above the strike force looking out
for enemy al a l l y ,  the s e  aircraft must find and attack the target braving a hail of small
arms a I  i r e  at low level. Individual survival is not the only measure of success,
it • a s  a whole that counts -  there is no place for seekers of individual glory

e M1G17 and the more advanced supersonic MIG21, capa

rid of operational flying and miss'

1) M
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FEATURES
Choose between two of the best aircraft that ever flew.T he F. 4
Phantom is fast, powerful and equipped with highly advanced
avionics. It is so flexible that it can perform any type of mission.
The A 6 Intruder has the first all weather computer operated
weapons guidance system (DiANE) and on outstanding weapons
load, both have stood the test of lime and ore still in service.

Up to 8 friendly and 4 enemy aircraft on screen simultaneously,

2 different aircraft accurately simulated. 3 different roles: MIGCAP,
IRON HAND, or STRIKE.
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Switch between friendly aircraft in flight

Carrier lake-off and landing with "MEATBALL" landing aid.

®  In-flight radio messages with radio message queueing system_

View from all aspects and 14 in cockpit views,

1;21
1
.

•  large numbers of mobile targets including trucks, trains and
barges.

Realistic terrain taken from contemporary operations maps
including Hanoi, Haiphong and Than Hoc•
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"What we have here
is a BRILLIANT
ORIGINAL and
witty  interpretat
of the Python
Theme". Zero 89%

"One of the tastiest
slices of alternative
arcade action since
Venezuelan Beaver
Cheese".
The One 85%

Python Productions 1990
Virgin Mastertronic Limited, 16 Portland Road, London, W11 4LA
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LEAGUE
CUP

P RACTI CE

different same styles cater for every
ead of Speedbalier. The instant Match is

for those who lust want to get out there
and do it. pitting you against a
randomly-generated computer team or
another human. In the Exhibition Match
its the same story, except you gel to play
against any one of the 16 computer teams
in the league. For the more serious
contender. the re
-
s a  
L e a g u e  
( a s  
i n  
t h
e

origina l) and a  World  Cup-style
tournament, F in e ry. the re  s the  Pra ctice
Match, where your team takes to the pitch
without any opposition. allowing you to
brush up  on ta ct ics a nd te chnique s.

lor
Gary Whitta goes back to the future
with The Bitmap Brothers.

THERE COMES A TIME in every sport that, when the stakes
get too high, corruption raises its ugly head. Such was the
case with Speedball. Once the most popular sport in the
galaxy,corrupt players, managersand promoters willing to
throw a match if the price was right broughtthe game into
disrepute. Speedbail's organising body prompt ly  pulled
the plug on the sport -  muc h to the annoyance of  its
millions of avid fans,

But now it s  back by popular demand. The rules have
been changed to allow less room for cheating, the scale of
the game increased and the rules more violent to draw in
bigger and more enthusiastic crowds. Now the pitch is
bigger, there are more players t o a team, more extra
features, mo r e  weapons,  mo r e  strategy, and more. . .
Speeclball.

May the best man win.

411111111M1
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SPEEDBALL II
The Bltmap
Brothers And
Image Works

ATARI ST
PRICE E 2 4  99
OUT November
GRAPHICS 9 5 %
SOUND 9 V / G
PLAYABILITY 95%
VALUE 9 1 %
OVERALL

94%
AMIGA
PRICE E 2 4 . 9 9
OUT L a t e
November

IBM PC AND
COMPATIBLES
PRICE E 2 9 . 9 9
OUT E a d y  1991
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LEAGUE and Cup matches put you in the shoes of both
Captain and Manager. The responsibility for picking and
training the squad lies with you end you alone. You are ailotled
a fixed sum of money to purchase the best players you can
from the Transfer Market t h e  better they are, the higher tees
they co m m a n d . A  f u ll sq u a d  co m p r ise s 13  p la ye rs (n ine  in  t h e
a n t  team and four reserves), each with their own strengths and
weaknesses a s  displayed by the eight all important
Statistics: Attack, Defence, Speed. Throwing Ability, Stamina. -
Energy,  In te lligence  a n d  Ag g re ssio n . As  Manager yo u  ca n  a lso
Study p la ye rs' ca re e r reco rde ,  lo a d  a n d  sa ve  teams,  a n d
players on the Transfer Market to recoup turicis

111116411=1;•

AND SO it's o
the p it ch  lo r  t h e

real action. FOrger
the cru st y o ld
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limitations Of
Spetelbeil. Now thieim•

pitch is two
screens wide, nee •-••••
screens lo n g  a n d

scrolls in eight
directions - end •
with  n in e -a -sid e ::

teams, that extra ••••
space is needed. - -

One thing that
hasn't changed IS

.:r1Lthe basic objective:
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opponent within —
the t im e  l im it  b y
whatever means
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WHATEVER the type of match you play, a trip to the Gym Is •
compulsory before you are allowed onto the pitch. Note your
players don't actually train as such in s t e a d  they ate kitted
out with tougher pieces of armour that bump up their statistic,
There a re  e ig h t  p ie ce s in  e ll,  o n e  lo t  e a ch  sta t ist ic,  a n d  I n e
more armour that's loaded on, the more profi cient the Weyer

becomes In that department. Financial restrictions (armour Urncosts hard cash) and a i t  of 250 points prevent you from
getting carried away, but it's possible to kit out groups 01
players or even the whole team with the same gear
oimulteneousty. if  you ere really hopeless. an Automatic modt. . .
-divides your cash up between the players and Ms them up as
best  I t  ca n .
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HERE'S WHERE it all happens -  the
I a

••••••••
Speedball stadium, as seen before every
major game. The crowd roars, klaxonsF i
p
b
,
i

wail, and then it's down onto the pitch foe
some serious kicking.
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" o n e  and It bestows special powers
- -  provide d i t s  ke pt on the  move . Le tha l
-  Bounce has the effect of electrifying the

• b a l l ,  making it site for the team that
activated it but deadly to the opposing
side. With the ball energised it bowls rigM
through the  othe r team n o t  e ve n the - -
'keeper is safe! But beware. if the ball
stops dead on the  pitch. it  lose s I ts
energy a nd is ba ck in  pla y to  the  other
teem.

-
HEN A TACKLE takes place, The victor is decided by comparing the tackler's Attack
mg end the victims Detente rating, and evaluating the type of tackle made. For

example, •  sliding tackle is likely to be more effective than a standing punch. The
direction of the tackle Is also an important factor, Cornea* your man dead-on and he's
ready tor you b u t  it you take him from behind (honkr t
.
he l o o t  k n e w  
w h a t  h i t  
h i m i

J•••
,
t

• - •

-

• • • • • • -• • • • • -• -• .
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ens there are now six Warp Chutes i f e ha r ps hoote r s ,  Two sets of five target .
- - . . . ."- - - - • - • • • •  (porta ls In the  side  we lls use d to  swa p the  b u m p e rs,  one  for each team, a re

- . . . . . . . - - . . _ b a i l fromonoaidet o theGther)insteado f str ategical lyplacedi nthesidewallson. . .two. It's possible to throw the ball In one s o m e  pitches, end bouncing the ball off
a n d haveI t returnednotrusto n theothert h e m awardsbonuspoints.Hi tal lfive
s i d e , buthe m anotherchutealtogether!t a r g e t s I nsequence,Pinball-style,anda •

• -  •  - super-bonus •

▪ 7 = M M
GO P E R S  now play e much more active part in the proceedings t h e r e t i r
travel across the whole screen area instead of being struck on their line. Improved
Intelligence means that, while not under your control, the keeper pull  himself in the
best position to protect the goal. He also has the ability to catch the hall _and threw
out and to punch it out of the goal area.
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The original Speedball is regarded by many
as a bit of a mixed bag. It's tremendous fun to
play, attractive to the eye and has lots  of
original touches, but at the same t ime you

couldn't help but think that something more could have
been done with it. In creating this sequel, Bros has very
wisely left intact everything that made the original great
— primarily  the basic premise of the gameplay a n d
expanded and improved everything that didn't work too
well or was missing. The most notable improvement,
the size of the pitch, opens up a whole new world of
gameplay and strategy, with the ability to make long
passes, cross-courtthrows, and develop more elaborate
tactics. The extra pitch features, particularly the Double
Playfield ramp, also serve to make matches more frantic
and enjoyable without distracting you f rom the overall
objective. Both Management  and Gym sections are
welcome addit ions  lone  o f  t he t hings  t hat  mos t
Speedball players asked for was moreflexible control of
the teams) and, for once, do have a noticeable effect on
the game itself — just try buying one of the Star Players
and see what happens! Dan Malone's stunning visuals
give the whole thing the polished look it deserves, and
presentation isflawless, right down to thewailing sirens
of the Medic Droids as they transport an injured player
()t ithe pitch! Speedball II is a tremendous improvement
over its illustrious predecessor. You simply cannot do
without it.

ST

With 3 2  colour graphics and  enhanced
sound on  the cards, Amiga Speedball I I
promises to be marginally more impressive

t h a n i t s S T counterpart .

PCRelax, PC fans. It's coming, and every major
graphics and sound card is to be supported.
You just have to wait  a few months, that's

NOVEMBER 1990
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AS IN the original, bcnus tokens pop up at random times
and locations around the Ditch, creating all manner of
helpful affects. Coins provide cash for the team's coffers
(invaluable fo r buying and training players), wh ile
lettered tokens do all the dirty work — temporarily,
anyway.

SLOW makes the pitch like molasses for the opposition.
FREEZE brings the other team to a standstill.
REVERSE does just that to your opponent's joystick.
GRAB gives the bdll, regardless of its position, to the
player who collected the token.
BOOST increases your energy level.
SHIELD protects you from enemy tackles.
TRANSPORT acts like Grab but gives the ball to your
attacker nearest the goal.
TIME OUT halts play, allowing you to substitute a player.
ZAP knocks over all opposing players.
SHUT boosts you defenca by closing your goal doors.
MANIC boosts every players' statistics to maximum
power.



THE COMPETITION'S OVER
AND HERE'S THE WINNER

Andreas Brehme scores the winner, World Cup Final, July 1990. MicroStyle
introduce the winner, Autumn 1990.

Italia '90. Italy  1990.  Wor ld Cup Soccer '90, Thanks for the
memories. The worlds greatest game, brought to your small screen
for a month. Now it's time to stand Out from the crowd and sprint
onto the pitch - Where the real action happens.

Tackle hard for the ball, deep in your own half, and serd an inch-perfect pass wide to the winger. As he
takes on the full-back, you're sprinting down the middle, screaming tor the return.

The ball swings across, high above the defence, as you stretch your legs to their limit. One bounce and you
let fly with your boot as the goal looms before you, sending the ball fizzing towards the top corner...

International Soccer Challenge is viewed from the players perspective at pitch level, giving you fast-flowing
three•imensional action that you control as you wish.

- Play in position as a goal-hungry striker,
midfield general or unshakable defender, feeding
off the passes of intelligent computer aided team-

mates.

- Dictate the whole pattern of play. utilising
teamwork to perfection by controlling all eleven

men.

- Take charge of intricate set-piece moves from
throw-ins, corners and free-kicks.

•

c
)  
•  
i

Foft,•••

T
•
•
•
•
;

• Play in the World Cup Finals or as a member
of the top sixteen Club sides from around the

globe. International football as it is played for real.

- International Soccer Challenge. It will make
Gascoigne weep with joy, get Marradonna excited,

and have Hullit tearing his hair out.

AVAILABLE SOON FOR YOUR COMMODORE
AMIGA, ATARI ST AND IBM PC COMPATIBLES

FROM ALL GOOD SOFTWARE STORES.

INTERNATIONAL SOCCER CHALLENGE FROM
MICROSTYLE - MS A WHOLE DIFFERENT BALL GAME'
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.ultimate . \ aplatform

•Original gamesoundtrack.
*Includes FREE
colour poster.

k m .  0 4 .  ere eel, newel. Pe lel
. . . m e  el Me iclene 0 . 1

The semen groph. e•ech
unnedeembly M e m  d i tto *

Somers u. gueclly.d
nod ercl sucleclet te l .  C . c . .

ecl.feecleee

•Four massive
levels each

featuring overa hundred
rooms.

•Stunninganimation.

REACH OUT FOR THE POWER OFARC
ATARI ST. CBM AMIGA £24.99

Bob Cat has a girl in every town, but 11--_ , s  one who is special to his , , Claudette  Cat. Claudette has the
biggest eyes you've ever seen and Bob aims to make her his Queen. Oft Bob goes to sing his night song, but

s, a r r i v e s  lust in time to see his beloved b• whis k e d away in a net by two of the Mod Scientist's men.
) W h a t  horrendous experiments wit! thr. , -
, t s  c a r r y  o u t  
o n  o l d  
c u t i e  
p a w s ?  
C a n  
B o b  
s a v e  
h e r  
i n  
t i m e
?



NOVEMBER 1990

STANDING in  the
way of  your

map-making
a ctivitie s a re

puzzles ga lore ,
la rge ly ta king the

form of
manipula ting

switche s a cross
the curre nt world.

The switche s
interact with e a ch

other in ce rta in
wa ys wa iting to  be

discovered_
Switche s do a ll

manner of  things,
including a ctiva ting

lifts,  re -a rranging
the la ndsca pe  and

causing e xits to
appear. On  the

panel a t the
bottom of  the

screen the re 's a
hint box tha t

flashes iconic
clue s re ga rding the
type oh buttons you

should be
pressing. 1 4

r Spindizzy Worlds
HERE TH EY AR E. The  two world-he a vy
cluste rs a ching for some  good ha rd
explora tion. I t 's butte  a  ta sk a nd
apparently the re 's e a sily four hours of
solid ga me pla y sitt ing there . For a nyone
vague ly fa milia r with Spindizzy,  8 -bit
pre cursor to Spindizzy Worlds,  the re 's
over three  t ime s a s much la nd to be
mapped he re  a s there  wa s.be lore .

Gary liddon gets in a right old twirl
with the 'sequel' to  Paul Shirley's
Marble Madness-inspired classic.
MAPPING out a cluster of planets. What sort of thing would
you use to do that? A round thing? A square thing? A
inverted tetrahedron thing spinning on its nose would be
quite good. And you could call it GERALD (which could
stand for  something like Geographical Environmental
Reconnaissance And Landmapping Device). Yes, that's it.
That's the thing.

There are other things you may meet along the way.
Round things. Square things. All of them bad things. There
are some puzzles to solve too. Now what sort of things will
you use to do that?

ALSO ca using a  b it
of a  headache I s
some of the  t ricky
terrain to tra ve rse .
Author Pa ul Shirle y
has de signe d some
total st inke rs h e
must ha ve  been in
an a bsolute ly
terrible  mood whe n
he wa s knocking
these out. You will
probably e nd up
cursing h is na me
with ga y abandon
but that doe sn't
necessarily mean
you a re  a  ba d
person.

API

SPINDIZZY
WORLDS
ActivIsion

ATARI ST
PRICE •  E24.99
OUT N o w
GRAPHICS Bi r k
SOUND 8 1 %
PLAYABILI TY 90%
VALUE 8 3 %

OVERALL
88%
AMIGA
PRICE E 2 4  9S
OUT N o w

IBM PC AND
COMPATIBLES
TBA

IT'S WORTH keeping an eye on the energy bar on the left hand
side of  the  scre e n. Je we ls a re  sca tte red a bout e a ch world so
colle ct the m a nd bump the  Energyomete r. Once  you ge t into
the Spindizzy wa y 01 la te ra l thinking (ba sica lly sa dist ic
hedonism) you should sta rt discove ring the  ma ny bonus
worlds,  e a ch o f  them ove rflowing with energy-laden ie we ls.

APART FROM  the  puzzle  a spe cts to hinde r and ha ra ss
throughout your e xplora tion of Spindizzy Worlds there  a re  a
hew a lie ns to conte nd with. The y a re  none too cle ve r though
and a re  e a sily avoided once  you ge t to grips with the
technica lities of the  control method. M ind those  pyra mids,
missusl



THE ONE

THERE'S A VAST ARRAY of stuff lying
around the floors of Spindizzy Worlds.
Arrows push GERALD In the direction they
point giving you little choice of where to
go. Needless to say, the worlds chock full
of these squares have a habit of dropping
YOU into very nasty situMions.

SPIN YOUR CHIN!
Thanks To Activ is ion
DON'T GET IN A SPIN! Activisaon is offering 10
copies 04 Spindtzzy Worlds on the ST or Amiga
to the lucky winners of this super compeotoo All
you have to do is correctly answer Me three
spin-retated questions below, and bung your
EinSwers on a postcard or the back of a sealed
envelope addressed to I'll Have To Ask Jimmy
About That One, The One, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU. The first
10 correct entries pulled out of the hat after 28th
November 1990 win their senders a copy of
Spinclizty Worlds. Arid don I forget to tell us it you
own an ST or an Amiga!

THE QUESTIONS
1) How long does it take the Earth to spin

on its own axis?
365 Days

• )  24 Hours
C) A Week

2) Whic h o n e  o f  these playground
attractions spins?
A) A See-Saw
B) A Roundabout
C) The Swings

3) What was Paul Shirley's previous 16-bit
game?
A) Warhead
B) Quartz
C) Damocles

The minor's decision is hnal, and no correspon-
dence will be entered Into. Employees of EfillAP and
Acti t h e i r  friends and relatives are not allowed
lo enter. MIND THE LIFTS! Sometimes activated by switches, the lifts go

up and down, taking GERALD to dizzy new heights for depths)
it he's on one.

SOME WORLDS
have icky slime all

over the shop.
Guide your
tetrahedral

cartographer over
a slim y squa re  a nd

you travel at a
speed popularly

known as a 'snall's
pace'.

NOVEMBER 1990

LOST YOUR WAY? Don't dismay. The maps your answer. Now
you can see the whole level before you from a Captain
Birdsaye view.

It's a sort of arcade puzzle thing really. This
doesn't sound very specific, but it's hard to
sum up something as unique as Spindizzy
Worlds. The greatest thing about Spindizzy

Worlds is how it works so well on quite a few different
levels. At  fi rst  your main concern is  the control of
GERALD and mastering all the digital dexterity needed
to keep him in play_ After that you are introduced to the
fairly simple puzzles, and then, when you get the hang of
binary switches and lifts, you have to cope with some of
the more advanced problems. At first it is a little hard but
the Easy Cluster's  nine world's  prov ide an s imple
backdrop to get used to controlling GERALD. After a
while you soon pick up the skills needed to get down to
some s er ious  explorat ion i n  t h e  Ha r d  Clus ter,
Surprisingly enough, the left-right flick screen display
employed isn't the wind up you'd expect. Once you get
into it all you just stop noticing what is at first a highly
annoying video trick andend upgetting well stuck in. It's
great. You'd be more than a bit  dizzy to miss it.

Unlike the majority  of  Amiga developers
converting f rom their ST originals, author
Paul Shirley has taken full advantage of the
Amiga hardware and  replaced t he  S T

flick-screen presentation with full directional scrolling.
What's more, clever programming tomfoolery by Paul
gets the Amiga version zipping along even faster than
the already speedy ST version!

The PC incarnation will probably be very nice
indeed if it ever happens. There was a strong
possibility that  Mark  Roll,  author of  the
excellent PC conversion of The Sentinel, was

up o r  t e  job, but after Activision's trouble 't mill the
future of  PC Spindizzy Worlds is a bit value and hazy.



inve e tt anstsome  only late adod  la
be i l lu strative  t h e  g o  NW p l ay

and me  Ihe  s t re w g rap h ks
%Aid, vary to o llsb e rab ly

be twe e n d .fle re rd  fo rmats e t
leeelite  an d  ap p e aru n te  an d  are

te he e rt to  the  camp mate .

RE ACH O UT  F O R T HE  P O WE R

REACH OUT FOR THE POWER OFARC
ATARI ST. CBM AMIGA

In the far off land of Omega, the peaceful existence
of its people is thrown into panic as the jealous
forces of evil a bductlbe children one by one. Hate
and unhappiness spreads throughout the land
until a fateful mistake is made o n e  of the

magical twins — Alvin and Irma — is taken
captive.

IA MAGIC L  QUEST
WHERE GOOD...

a-moNICLES
OF (oMEGT
-
1

„CLASHES WITH
EVIL...?
As the remaining seventh twin of a seventh child,

your desperate quest brings you in conflict with
the footsoldiers and Champion Warriors of the Evil

Demon. Aided by the kindness of the Good Witch
nd your own mystical powers, battle your

ay to the Demon Castle for the final encounter
nd ultimate freedon

our twin and
friends.
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Grasp the controls and enter the awesome

three-dimensional world of the S.T.U.N.
Runner. Travel ahead in time to the a 1st Century

and experience the thrills of racing at speeds of
over 900 miles per hour!

Rehilarating.... Challenging. The S.T.U.N. Tunnel
Network leaves you gasping. Like a bobsled race you can

Increase your speed by riding the outer Mall of the tunnel.
Blast armoured drones and Nag Cycles out of your way and hit

the boost pads for massive
injections of speed. These catapult
you to warp-speeds — so fast that you
appear transparent and can even
pass through enemy
vehicles unharmed.
Complete the various challenge
screens and race through the
&TALL Network towards the
'Ultimate Challenge'.
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COVERT
ACTION
MicroPmse

IBM PC AND
COMPATIBLES
PRICE E 3 9 . 9 9
OUT December
GRAPHICS 81'llo
SOUND 8 0 ° i 0
PLAYABILITY 91%
VALUE 7 9 %

OVERALL8 8 %
AMIGA
TBA
ATARI ST
TBA

If Sidney
Reilly is the

ace of spies,
then a new

card is
needed in

the deck for
Max

Remington."
Bruce Shelley,
Covert Amon

Manual

Ari oges t  l i o  ident ifi ed t i  as agent c is
recteurra tcleorprot interTel

orn i r _ e r
-
fi r f  
h o
s  
b e
e n  
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11191)-(orkil'ici operabve.
sigowd For by  Omcir

BEFORE each  m issio n  t h e  Ch ie f  o f
Secu rit y p ro vid e s th e  f e w clu e s h e  h a s
been ab le  t o  u n co ve r. Fro m  th e se  yo u
shou ld  be  a b le  t o  d isco ve r a  sta rt in g  p o in t
for yo u r  in ve st ig a t io n . u su a lly a t  a n
organ isa t ion  s  headquarte rs o r  an  a g e n t 's
h ideout. Phone-tapp ing  o r  b re a k-in s a re
the best  w a ys o f  ga in ing  f u rt h e r
in fo rmat ion a t  fi rst .

THE C I A's da ta  se ct io n  is  capab le  o f
p rovid ing  b a ckg ro u n d  in fo rm a t io n  o n  a n y
of the suspects, organisations, countries
and s o  o n . Yo u  ca n  a lso  ch e ck o ve r
whatever clu e s yo u  p ick  u p  here,  l in kin g
them t o  o the r in fo rm a t ion  ga thered  t o  se e
if a n y co n n e ct io n s su d d e n ly cro p  u p .

••••••

THE ONE

Not all spies and secret agents lead
glamorous lifestyles. As MicroProse
reveals its official secrets, Paul Presley
goes in search of the truth.
DESPITE POPULAR BELIEF, t he CIA is  not  fi lled wit h
world saving, gadget-wielding supermen. The closest they
have ts Max Remington, freelance agent Max isea4tect in or
only t he biggest lobs, the jobs  commissioned by  the
President himself.

Cowart Action has 25 'jo bs', each controlled by a different
criminal mastermind and comprising a varying number of
crimes. Although your immediate task is to solve the crime
at hand, you must always keep in mind the bigger picture
and be looking for a way to arrest Mr Big.

The c r imes  a r e  solved t hrough f o u r  sub-games:
code-breaking, car chases, phone tapping and break-ins.
Thoughtful use of each one helps to uncover clues as td
what thecrime is, what criminal organisationsare involved,
what their respective roles are and where they can be found.

However, things are never as simple as they appear and
the enemy is always on the move, plotting and scheming.
One wrong move on your part could cause a key suspect to
go into hiding and the case to fall to pieces.

THE
INTELLIGENCE
sect ion  is  wh e re
Sam is  b a se d .
Act in g  a s yo u r
right-hand m a n  h e
can u su a lly ke e p
you o n  th e  r ig h t
t rack b y
suggest ing  wh a t
your n e xt  m o ve
shou ld  b e . f ro m
bugging a  p o ssib le
hideout t o
arrest ing  a
suspect . Sca n n in g
the lo ca l o r
in ternat ional
newspapers a n d
po lice  re p o rt s i s
a lso  a d visa b le . Be
warned t h o u g h :
ensure yo u  h a ve
enough e vid e n ce
or yo u  w o n ' t  b e
we lcomed b a ck
Into the  b u ild in g ,
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THE FINAL  se ct io n  in  t h e  CIA is  t h e
Crypto  Bra n ch . An y  se cre t  m e ssa g e s that
are in te rcep ted  a re  u su a lly in  co d e . Th is
takes the  f o rm  o f  a  sim p list ic p ro ce ss o f
letter su b st it u t io n  lo n e  le t te r t o r  ano ther).
After being given the letter •E' ithe most
com m on in  t h e  En g lish  language) a n d
coun t ing  t h e  num ber o f  t im e s e a ch  le t te r
appears you aro left to work out the rest.
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Action

EVERY GOOD spy thriller has a car chase
and t h is  o n e  is  n o  e xce p t io n . Ca r ch a se s
can be  u se d  t o  a rre st  a  su sp e ct  o r t o
fo llow them  t o  the ir h icle o u lL  Tw o  ca rs
are ch o se n  t o  t ra il t h e  target  (judged  o n
speed a n d  ' co n sp icu o u sit y l  and p ro ce e d
to f o llo w  h im  a ro u n d  a  la rg e  m a p  o f  the
cit y. A  b it  o f  st ra t e g ic though t  i s  needed
here if  yo u  a re  t ryin g  t o  a rre st  the  su sp e ct
as yo u  h a ve  t o  fi n d  a  wa y t o  m a ke  bo th
cars t o u ch ,  u su a lly b y u sin g  o n e  ca r  t o
Stay b e h in d  h im  wh ile  t h e  o the r t r ie s t o
take ano ther ro a d  t o  cu t  h im  o r(
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ONE OF TH E
easiest  w a ys t o

gain Information is
by ta p p in g  th e

su sp e ct 's phone .
Ga in ing  a cce ss t o

the te lephone
circu it  b o a rd  yo u

cut  o f f  t h e  e le ct r ic
curren t  fl o w in g  t o
each p h o n e . Th e

fl ow is  d ive rt e d  b y
swapp ing  th e  ch ip s
around until it can't

reach the  p h o n e s
lines. Th e re  a re
a lso  a la rm s th a t

the fl o w  m u st
avo id  o t h e rw ise
the g u a rd s a re

alerted,

THE OTHER WAY t o  a rre st  a  su sp e ct  i s  t o
break in t o  h is  h ideou t  and  sn a t ch  h im  a t
gunpo in t . Th is ca n  a lso  be  u se d  t o  g a in
in format ion t h ro u g h  th e  u se  o l  b u g s a n d
photographs. U p  t o  fi ve  p ie ce s o f
equipment can be taken, ranging from
Uzls and  Ke vla r  a rm o u r t o  m o t io n
detectors and  f ragmenta t ion  g renades.

ONCE INSIDE yo u  a re  g ive n  a
room-by-room m a p  o f  t h e  b u ild in g  Pla n t s,
tables ch a irs a n d  so  o n  ca n  a ll b e  bugged,
wh ile  sa tes,  fi lin g  ca b in e t s,  d e sks and t h e
like  co n ta in  d o cu m e n t s f o r pho tog raph ing .
Furn itu re  is  a lso  h a n d y f o r  h id in g  b e h in d
when the guards discover your presence.
Max can always duck, jump, grapple or
even disguise himsett as a guard in order
to e sca p e .

PC The usual doorstop size manual welcomes
you to Covert Action, indicat ing that a fair
amount of reading t ime is in order before
you are likely to get anywhere. Thankfully

this is made easy to read by the additions of 'The Max
Remington Story' and the reports on real-life espionage
that crop up at relevant points_ The four action games
within are fairly easy to master — knowing when to
implement them and what to make of the clues revealed
is the tricky part. However, you are rewarded with a
certain feeling o f  pride once enough evidence is
gathered to piece together the crime, rather like reading
a whodunnit  and managing to figure Out the killer's
identity before t he fi nal page.  Apart  f rom a  fairly
simplistic look, pract ically everything is  up  t o t he
high-classstandards expected from MicroProse, and it's
only after really spending some time with it that you can
come to appreciatethework involved. Ultimately Covert
Action i s  a  highly  entertaining and very  involved
venture. It's a perfect way of spending a lazy Sunday
afternoon.

MicroProse is ,  at  present,  unsure as  t o
whether there will be a conversion. If one is
produced, it  certainly won' t  be appearing
until late next year.

Details of the possibility of a conversion to
this machine are also vague.  Again,  i f
anything does happen, it won't  be released
until late next year.
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- BLISTERING PACE
- PIXEL PERFECT PASSING
- SUPERB TACTICAL
GAMEPLAY

KICK OFF 2 greatly enhances the gameplay of KICK OFF, winner of the THE GAME OF THE YEAR in the
U.K., and similar awards right across Europe. A host of new features have been added to the ones that
enthralled players the world over,
• Ful l  size multi-directional scrolling pitch with the players.

markings etc. in correct proportion.
• 1  to 4 players option. (Amiga and ST only)
• 2  players TEAM option against the computer or 2 other players.

Hundreds of players each with a unique combination of
attributes (stamina, pace, etc.) and skills (passing, shooting.
tackling, etc.)

• Instinctive Kick Offjoystick controls to dribble, pass, shoot,
head or chip the ball and do sliding tackles.

• Set  piece. FREE KICKS including dummies and the ability to dip
the ball or bend the ball round a defensive wall.
9 types of corner kicks with full control of shot power. Long
arid short throw ins.

• Team selection from a squad of 16 wtth substitution a nd
. choice of tactics.
• League and cup competitions with Extra Time, Injury Time

and sudden death penalty shoot outs.
▪ Facil i ty to view, edit and save the Action Replays and create

a Golden Shots disc,(Excl. IBM C B M  64)
• Faci l i ty to load Player Manage/ teams and tactics for a single or league game.
• Re d and yellow cards, 16 different referees, injury time and a host of features to create an atmosphere for a game Which is

real fun to play.

ST ACTION - The best game ever to grace the ST. Highest accolade
I can give.
AMIGA USER air - The best computer game ever 97%
THE ONE -Ultimate soccer simulation 96%
THE ACE • Brilliant. Buy, Buy, Buy 930.
AMIGA FORMAT- Best rooky game to have appeared on any machine 94%
ST FORMAT What a game! Gem to play. Magic. 90%
C & VG - Championship winning material, 95%
GAMES MACHINE - Probably the best sports game ever 92%
COMMODORE USER- No other footie game can touch it. 90%
AMIGA ACTION - Surpasses all other football games. 93%
POPULAR COMPUTING WEEKLY - Nothing short of brilliant
NEW COMPUTER EXPRESS- Computer football event of
the year.

AMIGA & ST E19.99 E X P .  AMIGA E.24.99
IBM (AT & XT Turbo, EGA & VGA) E24,99
CBM 64 - SPECTRUM - AMSTRAD E.9.99, E14.99

- -
•
1
1
1
1
p

An International class player takes charge of a third division club as Player Manager. His brief is simple
-Bring Back The Glory Days.
His success depends on his playing skills on the pitch and managerial skills in devising winning tactics,
aquiring the right players from the transfer market and building a team worthy of the highest honours.
• Uni que facility to destgn and implement your own tactics
• Over  1000 individual players. each with a unique combination of attributes and skills
' A  lively transfer market. Haggle for the best deal
' 4  division league and a cup tournament with sudden death penalty shoot out

The Player Manager brings the every day realities of a manager's life, his talents as a manager and a
player, his triumphs and his failures into a sharp FOCUS.
ST ACTION - A stroke of pure genius.
THE ONE - An exceptional football management simulation. Astounding depth. Most involved, rewarding and playable
THE ACE Successfully blends challenging soccer management with frantic end to end arcade action. 9 2 0
NEW COMPUTER EXPRESS - The sheer depth isincredible. A definitive management game.
COMMODORE USER - At last a managemenegaine that requires
true management skins • a winner. 9 4 %
ST FORMAT • Brilliant. 9 3 %
AMIGA FORMAT- Enthralling and addictive 9 3 %
ZZAP - Best football management game ever written. 9 2 %

AMIGA - ST E 1 9 . 9 9



BIENSION IN
;EMULATIONS

THE FINAL WHISTLE
Amiga -  ST E 1 2 . 9 9  (Rel. Nov.)

T
-Raises the skills required and gameplay o f  KICK OFF 2 to

new heights.

MAMELME
M I =  1 1 1 1 /TTIETME ,
1 1I M =EXI M  M OM  m

,
T r i a n •
-
•

1 1 1 1 =1 := EC M wa rn  I M I E •  1 .•=1 2 m-rim m a
= M E M O  U l l a
MIMM3•11 M U M
MILIMUIENI M i n

M a n i == 3  M L R  m • m u l • m i
N U M  m t  W I = t

1171MOrilt47!JPSZ It IL Ii m a m  m a t  a

Two extra kits.
Look at any player suits. (attributes and skill) before selecting squad.
Totally new comer kicks with full control of the power, height and traiectory ofthe ball.
Enhanced throw ins and penalty shots.
Provision to flick the ball in the air and do a blinding header or a spectacular
overhead kick. 4
New two players team mode, Player I in position or nearest to the ball and
player 2 in position or keeper.
Linesmen and referee on the pitch.
A new player attribute FLAIR. A player with a high level of flair will try a solo
attempt at the goal.
4 new pitches - Wembley - Icy - Muddy - Non-League

And Lots More

—Tar

WINNING TACTICS (E6.99 - Rel. Nov.) - A collection of tactics for
use in Player Manager or K02 with full explanations.
RETURN TO EUROPE (E9.99 Rel. Dec.) - Three European cup
competitions. UEFA cup European Cup - Cup Winners Cup.
GIANTS OF EUROPE (Rec. igat) Best teams o f Europe on onedisc.

It
F I N A L  W H I S T L E

Draft specifications. Subject to changes without notice
11004

ANCO SOFTWARE, UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, DARTFORD, KENT,
TELEPHONE No: 0322 92513/18 FAX No: 0322 93422
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AMIGA:'
C-64 /128.
+  CLUE BOOK!
Available at a 4 0
- 00— •dealer
IOU
,

Blast into the far-flung future with
an all-new, premium role-playing
edventure game from 851's
Special Projects Team!

Create a team of space-
hardened pros and join
Buck Rogers and
his daring band
of rebels in the
fight to free the
solar system
From a powerful.
despotic
government!

COUNTIKDITS TO DOOMSDAY features a
specially enhanced version of
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computer FRP system — that
, g ivesyou40-100hoursof

state-of-the-art computer
role-playing!

COUNTDOWN TO
DOOMSDAY,

IN THIS FuTuRE WAR,.
ME BEST WEAPON

IS A BLAST FROM
THE PAST!

U.S. Gold Ltd.. Units 213 Hodord W .  Holism&
Birmingham 106 7AX. Tot 021 6 2 5  3366.

rtig11111I11711TO DO OMS0A47
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Dragon
Breed

Gary Liddon goes a-roastin"n
1 a -toastin' with Activision.
KING KAYAS of the Agamen empire has got a lot of bother
on his plate. With a hop, skip and a jump it'sonto the back of
his snaky dragon to kick some collective alien ass. Luckily,
Kayas• dragon can shoot more than flames, and it's
invulnerable too. So whistling a happy tune it's off to war
through seven levels of alien-packed death.

THE ONE

KNOW YOUR
DRAGONS
TINY baby dragons usually cross
your path throughout the levels of
Dragon Breed, so what do you do?
Blow em up! That's right, blow 'em
up and get one of four coloured
jewels to power up your steed. You
can boost the old snake into Blue.
Gold, Silver or Red from it's
original weedy Green. But don't
stop once you get one jewel as
subsequent pick-ups of a similar
colour makes the dragon's abilities
even more extreme and violent!
Different hues mean different
powers and this easy to follow
guide should give you the general
idea,..

BLUE DRAGON
DROPS dubious-looking blue stuff
from its rear parts. It also curls up
below you to form a bottom
protector.

RED DRAGON
WHAT'S that stink? A bad case of
flaming halitosis accompanies
Dragon Rouge, and that's just the
stuff needed if you plan on
a-roastin' and a-toastin' a level-full
of no good nicks.

GOLD DRAGON
KAZAM! A very powerful and
advanced sort of dragon that fires
off its scales with no damage to
itself but huge fatalities to any
nearby nasty types. Sensible stick
wiggling persuades Goldy to curl
around you, forming an
impenetrable shield of reptile flesh.

SILVER DRAGON
IF YOU WANT wads of homing
midget dragons whizzing all over
the place then you can't go wrong
with one of these.

GREEN DRAGON
THIS IS the default dragon you get
after losing a life. It's the sort of
dragon Morrissey would like. What
a wooden spoon.

-

•  , ,

LOOK a t that! You ca n le a p of/  the  o ld  boy a nd ge l Out for
some running,  jumping a nd firing f ro lics. Care ful positioning of
your dragon be fore  going wa lka bout provide s the  pla ye r with a

powerful shie ld from a ttocks a bove . But  don
.
I  w a l k  o f f  t h e

edge!

DRAGON
BREED
Arc
Development
And Activision

ATARI ST
PRICE E 2 4 • 9 9
OUT N o w
GRAPHICS 8 9 %
SOUND 8 3 %
RATABILITY 92%
VALUE 8 0 %

OVERALL

8 9 ok
PRICE f 2 1 . 9 9
OUT N o w

IBM PC AND
COMPATIBLES
N/A

YET AN OTH ER  big
beast looking for a

punch up. Th is
one's found in  the

middle  of Le ve l
One, Shoot  out its

stars for the
desired e ffect.

EMT Bit /  BM . it 's a  tight,  b o ys a nd girls,  but we  e ll know fighting isn 't  big o r grown
up or clever, No, it's tun, so here we Sr., all set for a bit of Barney with the

i n t e r e s t i n g
-
l o o k i n g  
B i g  
B o s
s  
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o m  
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TECHNOPORN
SMOOTH-SCROLL

screen raster 110
sprite-plexing

poke-a•rama. All
that

Cornputaspeek.
we love it here at

The One. And
being pals to the

men of wealth
and taste in the

programming
industry we are

always pnvy to all
sorts of secret

tacts and figures.
Just like these...

DRAGON Bre e d is
a we a ring a

delicate p ink
ch llo n  ma ximum

of 3 2  enemy
sprites,  ta ste tully
garnished with a

total possible
se lection of  16

glorious enemy
bulle ts. The re  a re

12 se gme nts in the
dragon's be a utilul

flowing tre sse s,
offset by a  piqua nt
32 pla ye r m issile s.

So a long with  the
four p ickups

available you ha ve
a g lorious 112
sprites to p la y
with. An d  aa

specia l ba rga in  t h is
month o n ly,  t he re

are se ve n le ve ls of
3,840 b y  288 p ixe ls

scrolling
backgrounds

thrown in
absolute ly f re e

The price  of a ll th is
beautiful tableau?

An e xtre me ly
generous 17

frames pe r se cond
on the  ST a nd 25

for t h e  Am ig a .

EVER PLAYED  R-Type? Of  course  you have,  a nd in  a  ra ther
simila r manner to tha t a ll-time  e xce lle nt bla ste r you boost the
beefiness of  your bulle t b y holding down the  firebutton. Le t go
of the  button a fte r a  while  and instead o f  the  norma l size  za ps.
a grea t big head ( like  the one  In th is picture ) shoots out of  your
dra gons gob.

THE ONE
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OH D EAR . The re 's lots of trub on the  boil he re  j u s t  look a t a ll
those sprite s. Wha t do you do? R ide rs of  the  Golde n Dra gon
can de ftly wiggle  the ir joyst icks and find the mse lve s protected
In the  manner se e n here .

HERE'S KAYAS riding bra ve ly into ba ttle  on the  la w- ra in in g  Blue  Dra gon. it  wouldn't
be ve ry nice  ha ving one  of the se  do an urba n pige on on your Peugeot 205.

LEVEL TH R EE ha s
loads of these
big-gobbed
monsters g iving
you some lip. But
don't go dying like
Keyes is a bout to
here. N o. inste a d
tool up with a
venomous bla st
and za p  th e
belligerent
buggers. N ow
watch the  cla re t
spill a ll ove r the
carpet.

NOVEMBER 1990

ARC ANGELS
SEVEN MONTHS of
work and it 's  a l l
finished! Tim Round
old-hand o f  A rc
Development brings
in the goods eintheST
and Amiga With  tons
and tons of great big
sprites whiz z ing
around on a scroll,/
backdrop, Dragon
Breed would set a lot
of programmers
knees a-trembling
Not T i m ,  h e  j u s t
revved up the old
PDS, cracked h is
knuckles and coded
late Billy-O.

Graphics are the
work of new boy Paul
Michalak with Dragon
Brood seeing his first
published work And
very stunning they are
too. showing a  closeresemblance to the
wowrkass of the kern
original Paul Walker,
the man graphically
respons ible f o r
previous Arc conver-
sions of Crack Down
and Fo r g o t t e n
Worlds for US Gold,
also put some hours in
on the project, cont-
ributing t o  general
touching u p  a n d
loading screens

Iron' s upp l i ed
screen dumps of the
most of  the sprite
c reatures  b u t
neglected to include
their complete anima-
tions The devils. their
wrists will be slapped
one of these days.
Atonements were
made ever so slightly
by the providence of
dumps of all the back-
grounds.

ST Dragons really are where it's at. What with
Saint Dragon, Dragon's Breath and Gordon
Houghton's recent corpulent Dragon article,
they really are all the rave. Irem's treatment

reptile monsters  o f  my t h is  very nice. The
company's produced a very playable shoot ' em up
which these computer versions replicate beautifully.
There are similarit ies to R
-
T y p e  ( t h e  
b u l l e t  
b o o s t e
r  
i s

practically identical), but there are more than enough
original features to keep even the most world weary of
blasters' eyes open. All in all, absolutely lovely. It's great
to see something so immediately pleasant to play, The
Arc boys should all be putt ing their arms Out Of joint
patting themselves on the back for doing such a great
job.

of the

Lots of tweakeryprovidesa bit of boost in the
Screen Updat e Speed department ,  and
some tasty-looking parallax scrolling is an
added bonus, The gameplay's exactly the

same though: super duper.
What a blow, eh. There's nothing planned on
the Dragon Breed front for this machine and
its compatible friends.PC
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In the first of a five-part series, Rick's
creator, Simon Phipps, explains how to
tweak the nose of danger and be best.
LONDON 1945... Rick returns home to rest after thwarting
enemy plans to destroy London. All is not well however. A
mysterious fleet of strange alien spaceships has besieged

' t he capital.
Back in a flash! And as dangerous as ever. Rick heads for

Hyde Park, the landing site of the strange alien craft...

BEFORE WE BEGIN it 's worth mentioning
that this level is split into three vertical
towers. Now all you have to do is gel inside
the alien spaceship in one piece...

Run straight across the grass without
stopping. Lasers will tire all around but
explode within an inch of your new cape.
As you enter the next screen, shoot the
robot that climbs down the ladder. Run
across to the right and use dynamite to
blow away the grey metal door.

Walk right,  through t o the 'Hidden

Room' and collect the bonuses, Exit stage
left.

Walk to the foot of the ladder that leads
into the alien spaceship. Climb straight up
the ladder without hesitation. The lasers
will tire and explode behind you.

Climb the above ladder almost to the
lop. Choose your moment to climb up and
avoid the electrical fizzle. Now quickly
crawl left from the top of the ladder and
punch the button on the wall. This switches
off the laser to the right of the screen. Crawl

THE ONE

Rick Dangerous II

right, underneath the electric fizzle, and
exit to the right.

Shoot t he  t wo  robots. Cl imb t he
nghl-hand ladder and punch the right-
hand wall button. This sets the left-hand
moving platform in motion.

Step onto the moving platform and duck
when il reaches the highest point of its
motion to avoid the laser above. Crawl
right to the bottom at the pile of canisters.
Hop onto thorn and collect the bullets
bonus.

Jump on the ladder above and climb to
the lop.  DON'T punch the right-hand
button as the arrow indicates -  go tor the
LEFT-HAND button to switch off the laser
firing above the robots head on your left.

Climb back down the ladder and onto the
canisters J u mp  lef t  and  shoot  t he
patrolling robot. Now jump straight up and
climb the silver pipes to the next platform.
Step right and wail for the robot lo climb
down the pipes above. When it drops down
to your level, shoot it.

Dynamite the two metal doors to the
right. You will need to slide the dynamite
towards the second door, as you can't
crawl and set off dynamite simultaneously.
Now crawl right to exit this screen. Collect
all the bonuses and exit left.

Climb the left-hand silver pipe to the lop.
You might as well ignore the robot and
bonus on the platform to your bottom right.
Punch the wall button to your left to activate
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the moving platform above. Walk onto this
platform and ride it to the top.

Crawl right to trigger a laser to kill the



robot to your left. Keep your head down
and crawl left Now it's onto the silver pipes
above before taking out the patrolling robot
with a shot.

Jump straight u p  and  punch t he
right-hand wall button to switch off the
highest of the two lasers above. Carefully
jump past the remaining horizontal laser
and jump up to the (stationary) moving
platform.

Punch the right-hand wall button and
allow the platform tocarry you left. Jump off
to the left, before the platform moves back
right (try jumping when there are two
background blocks between you and the
solid scenery to your l e l .  Slide some
dynamite to kill the robot patrolling by the
exit. Now enter the second lowerto the lett.

Step straight otf the ledge and drop
down. Shoot the robot at the bottom of this
section. Go and punch the left-hand wall
button to switch off the laser at the top left of
the screen. Stand on the moving platform
and activate it by punching the right-hand
wall button. When the platform reaches the
highest point of its movement, jump oft to
the right.

Jumping left over the electrical fizzle
(jump when it shoots to the left). As you fall
down the left-hand drop, turn nght ready to
shoot the robot to your right as you land.

Walk right and tall onto the shod green
girder Walk left and drop down , ducking as
you land. Crawl right to collect the bullet
bonus and keep your head down as you
crawl back to the left

Jump up to the left and wait for the
moving platform to reach the highest point
of its movement. Step onto it and quickly
punch the left-hand wall button before
allowing the platform to carry you down.
Pressing this button switches off the laser
that blocks your way.

Crawl all the way to the fight and drop
down onto the pile of canisters, Wait here
and try to kill the randomly patrolling robot

to your left by sliding dynamite down. Don't
worry about waste — you are about to
replenish your supply. II you fail to blow up
the robot, hop down and shoot it Now run
left and collect t he dynamite bonus.
Remember t o  crawl right,  under t he
electrical fizzle.

Climb down the ladder below and wait_
As soon as the electrical fizzle has passed,
drop down. Watch Out for the walking
canister as you attempt to climb down the
ladder. Shoot the robot and dynamite the
exit. You are about to enter the third lower

The left-hand platform moves a short
distance. Th e  other plat form mov es
further, up to within about an inch of the
door to the far left. Jump up onto the
nearest mov ing plat form abov e t he
electrically charged floor. You now have
two options: go for the bonuses found in
the room blocked by the door to the far left
or jump onto the ladder above. If you do
manage to get in and out of the secret
room, you can simply step Ont0 the nearest
platform and jump onto the ladder from
there.

As soon as the robot above walks past
the top of the ladder, climb up off the ladder
and shoot it. Step onto the moving platform
to your left, Press the left-hand wall button
when the plattorm's at the highest point of
its movement then crawl all the way to the
right.

Jump up onto the moving platform.
When it goes as high as it can, jump up and
shoot the robot to your left. Now crawl
under the steam pipe.

Collect the dynamite bonus. Climb up
the left-hand ladder, drop some dynamite
and then quickly climb back down the
ladder before the dynamite explodes.
Climb back up the ladder and crawl right,
through the gap you created.

Drop some dynamite next to the second
metal block and jump up onto the platform
above. Wail until it 's safe to drop back
down betore pressing the right-hand wall
button to remove the platform from the
scene.

Crawl to the tar right and hitch a ride
up-screen on the platform. Quickly run left,
allowing the lasers to fire safely ahead of
you.

Climb t h e  s ilver pipe.  Shoot  t he
patrolling robot and run right, jumping over
the canister that gets up and walks towards
you. Jump up on top of the pile of canisters
before the moving one walks back to the
right.

Work your way to the left-hand side of
the screen and press the button there to
release t he  fl oat ing plat form above.
Quickly hop onto it and wait until it gets to
the top.

Crawl left underneath the steam pipe.
Climb up the ladder and stand on the
moving platform set into the floor_ While
this plat form i s  raised t h e  mov ing
canister's pat rol dis tance increases,
allowing you to step right, off the platform.
Now run right, through the exit.

Shoot all three robots as you enter this
tower, If you decide to go for the bonus
above and to the left, jump on the moving
platform to activate It – and remember to
duck when you reach the top.
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With or without the bonus points, run to
the right-hand ladder and climb it. Press
the right-hand wall button to kill the robot
above.

Climb the next two ladders to the top.
When you reach a third ladder, climb it but
beware of the robot that periodically steps
on the floating platform.

Dynamite the metal block. Crawl right
and drop down to collect the bullet bonus.
Work your way back up to where you were,
and if you haven't already disposed of the
robot, do so now.

Step onto the floating platform. Punch
the left-hand wall button when the platform
slops for a split second, then get ready to
duck and crawl no ht under the laser fire
trom the right.

Crawl right and collect the dynamite
bonus. Jump back up to the right and climb
the ladder to the top, being wary of the
aser,
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Stand on top of the canister. As soon as
the electric fizzle to the left disappears, fall
and walk left_ Remember: you cannot jump
on these magnetic floors.

Climb the ladder to the left. Crawl to the
right and collect the bullet bonus. Now
crawl back under that platform, jump up
onto it and duck to avoid the laser tire from
the right. Time your jump from the very
edge of this platform to miss the laser fire
and land on the bottom of the ladder.

Climb up and wait until the robot above
climbs down the ladder to the left and onto
the stationary platform. Shoot the robot,
press the right-hand wall button, step onto
the platform and let it carry you across to
the base of the ladder.

Climb up and press the left-hand wall
button. Let the platform take you up then
press the left-hand wall button at the top to
disable the laser Wong to the top right of the
screen.
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Shoot the robot working its way down
towards you, then shoot the patrolling
robot when you get to it.

Jump up and make your way across to
the left. Climb up the left-hand ladder and
then run right to exit this level Phew!



A l t  THE POWER
TO CHANGE

AMERICAN HISTORY
CAN YOU LEAD THE OUT-NUMBERED REBELS

TO VICTORY AND WIN THE GREATEST BATIMON
THE AMERICAN CIVIL WAR?

The third title in ARC's
acclaimed BaftleScapes
series, Gettysburg is a
war game simulation
from the American Civil
War. The battle featured
was a massive
confrontation between
70,000 troops under the
charismatic General Lee
and 90,000 Union
soldiers under the dry
and calculating General
Meade. It was the
pivoted battle of the
American Civil War.

Features:
•  Stunning BattleScapes
graphics.
•  Original Soundtrack.

Smom thc.6 ono only iroundod to bit
itto wino ploy end not

Me salon grophin %Mel very
Lontidotobly bottmon difforont

tamints m ooll ty  end oltynteremo
anti am tubtOrt to It, computets

toodittotitm,

'ffITYSBU

REACH OUT FOR THF POWER

REACH OUT FOR THE POWER O F
-
A R C

ATARI ST. CBM AMIGA E29.99
ARC, P 0 Box 555, Slough SU 58Z

History tells us that Lee
lost the battle, but with
Gettysburg you can re-
write history. Can you

guide the rebels to
victory and change the

course of American
history? Would you be
able to defeat Lee and

ensure a Union victory?
The choice and the

challenge are yours.

•  Eighty page playguide.
•  Laminated Map.

•  Free write on, rub off
BattleScapes pen.
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Available for IBM PC Compatibles and coming soon for
Atari ST and Commodore Amiga



Four M1 Abrams Tanks. Four soldiers in each. That's Four Tanks,
Sixteen Men. And you control the whole shooting match.

Iry
1
-
1
V
-
-
-

• Leadership. Each of the 16 men
:n your tank platoon has his own
b a t t le fi e ld  sk i l ls  a n d  a b i l i t ie s .
I mp ro v in g  w i t h  e x p e r i e n c e ,
promotion and  decorations. yo u r
ch a n ce s of success increase  as
yo u r p l a t o o n  b e c o m e  b a t t l e
hardened.

4.

„ 4
:
1
1
1
;
j

IBM SCREEN SHOTS SHOWN ACTUAL
MAY VARY

1

1 1 1 1 1 1 1 K
.
1 1 1 1 1 1 1 1
1 1
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• S t r a t e g i c  a n d  t a c t i c a l
c o mma n d .  P la n  y o u r  w i n n i n g
strategies, g iv in g  orders to yo u r
p la to o n  o f  t a n k s ;  c a l l i n g  I n
a irst rike s a n d  a rt i l le ry .  A t  a n y
mo me n t  you  ca n  ' ju mp  in t o  the
th ick of the  act ion ,  t a k in g  o ve r
d ire c t  co n t ro l,  a s  co mma n d e r,
gunner or driver of any tank.

• P e a l is t ic  Ba t t le fi e ld  te rra in .
Make licP of natural cover, such cts
hills, ridges and bu ild ings to hide
your tanks. across the huge 16,000
acre 3-0 battle zone, just like a real
tank commander

• H i g h - t e c h  w a r ,  L a s e r
rangefinders, dep le ted  u ra n iu m
penetrators, wire -gu ided
react ive  armour, a ir support and
a rt il le ry ma ke  M I  Ta n k Platoon
the mo st  comprehensive ,  up-to-
date simulation of armoured land
warfa re  ava ilab le  for your home
computer.

MI  Tank Platoon was released lor IBM
PC compatible machines in October

1969;

"MicroProse has surely excelled on this
one: It's all there, from superb picryability

through great attention to delcril to one
of the best manuals I've seen in a long

time. The competition should watch out,
as this one's going to take some

beating.• P C  Leisure Spring '90

' I Can't really fault MI  Tank Platoon as
Its defuntely MicroProse's most

comprehensive simulation yet." 87%
C&VG Nov '89

The most fr ighteningly accurate tank
sim we've seen." 926  Ace Dec '89

• Endless va rie ty.  Figh t  d u rin g
the day,  a t  n ig h t  in  snow, mu d ,
ra in  o r  c l e a r  we a t h e r .  W i t h
thousands o f  b a t t le fi e ld s  a n d
millions of situations and  you get
end less e n j o y m e n t .  D e c i d e
between single battles or cm entire
campaign. 1
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AVAILABLE

ON THE

ATARI ST

SHADOW OF THE BEAST
A whole new dimension in computer games. Winner of 6
International Awards on the Amiga. The game ST owners
have been waiting for. 350 screens — 132 unique
monsters. Multiple levels of parallax scrolling. 2 Mb of
graphics compressed in 2 disks.
Amiga Screen Shots. Amiga/Atari ST 24.99

SEEING I S  B E L I E V I N G
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16 TON WEIGHTS are invincible_ You
cannot kill them so stay clear of
them. They only understand two
things acceleration due to gravity
and causing physical harm, neither
of which are terribly helpful to
Gum by.

SILLY WALKS MINISTERS appear In
groups from the top of the screen.
so try to dispatch the entire group
before moving on.
SCORE 200
HITS 2

DISEMBODIED LIMBS simply move
vertically up or down. To get past
them, chuck a fish at them. It's
worth noting that on the skeletal
section that features them in
conjunction with some snapping
teeth, they enter the screen in the
same way as the Dead Parrots on
Level One - from the top if Gumby
Is in the bottom half of the screen,
and vice versa.
POINTS 10
HITS 1

CONFUSED CATS cannot be hurt by
fish. The only way to get the points
is by setting off a trap. These
stationary felines explode should
Gumby get too close. Cheese blocks
shot from beneath them will make
the cats fall, and this can sometimes
be used to get them Out of harms
way. For most confused cats, it's
best to walk up close enough to
make them explode, then jump to
dodge the resultant feline fragments.
POINTS 100

BIG TOES usually drop off bits of
landscape and fly to the left. Some
may be set oh to destroy other
aliens that get in their way
(particularly the Spanish Inquisition),
but all of them hurt. Toes can be
shot if Gumby is quick enough, but
this is only for the danger freaks
among you.
POINTS 100
HITS 2

THIS IS the first n o ,  second
unexpected appearance of the
Spanish Inquisitors. This time they
have taken to the air and will follow
Gumby at the top of the screen,
dropping bombs. Their balloon can
be burst at the end of the section in
which they appear by setting off the
Big Toe trap at the top right of the
last screen of the section. This
produces a SPAM bonus.
POINTS 1000

SNAPPING TEETH start firing
horizontal bullets at regular intervals
when Gumby gets too close, it's best
to try and shoot them from a
distance, before they fire_ Otherwise
Its a question of timing jumps
between the bullets and hurling fish
at them when you can.
POINTS 400
HITS 4

SOUELCHY HEADS are invincible.
The easy way to get past one is to
time running beneath the arc that
they jump in. They simply jump left.
then right, so getting past should be
no problem -  if you are patient
enough.

THE ONE

And now... a man
with some tips
up his brother's
nose. C o r e
Design's Simon
Phipps provides
the second ins-
tallment o f  his
on-going guide.
"TAKE your  t i me wi th
Level Two. Every cheese
block can be  destroyed
and every SPAM tin col-
lected, n o  matter  how

much it looks like it can't, In most cases it's a matter of not
shooting away cheese blocks without thinking about
whether they can be used as platforms to jump on to get
Gumby to other blocks or bonuses first.

"Level Two also conceals exitsto bonus screens, not only
in the form of standard exits, such as the mysterious black
holes in the background, but in the form of pull-down exits,
which can be activated by pulling the joystick down whilst
Gumby i s standing on certain pieces of  background
scenery. Explore the level to find them."

WALKING HANDS patrol left and
right for a limited distance. They are

no problem, unless they are
patrolling an area that is too

restrictive for Gumby to enter. In
these cases it is worth studying the

landscape and using something else
to kill them.
POINTS 200

HITS 4

WARTS are also invincible. As with
the fists, timing is the key.

BOMBS are invincible_ They are
produced from the top of the giant
heads in the later part of the level.

They roll left, stop, then explode.
Without giving away too much about
the puzzles in this section, when the

bombs explode they blow up any
aliens that get caught in the

explosion. As a result, they are ideal
to use to get rid of those

awkwardly-placed aliens that are
difficult to hit with a fish.

THE T O E
-
N O S E D  
E L E
P H A
N T  
i
s  
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The method to use with this
end-of-level beast is simple: run

beneath its fi ring nose so that it  fires
as it leaps to the left. Take a hit on

the noseless elephant, then lump
back to the right before the elephant

fires its nose again. The elephant
then jumps back to the right before

starting its movement pattern again.
POINTS 1000

HITS 15

IMPOSSAMOLE
A MOLE'Slife is never easy. But it can
be — simply type in  any o f  the
following on the high-score table.

HEINZ
Three Full Power Bars

ANNFRANK
Low Energy Refill

LUMBAJAK
Double-Length Energy Bar

00CHOUCH
Walk On Deadly Surfaces

COMMANDO
No Weapon Time Limit

NOSTROMO
DISCOVERY
ENTERPRI SE
DAGOBAH
REPLI CANT
KRULL
METROPOLIS

JUGGLERS
Worms Give Double Health

81

AMC
TO AID your AstroMarine antics here
are all the Level Codes...

MIDNIGHT
RESISTANCE
RESISTANCE is no longer useless.
Special FX, the team behind these
conversions for Ocean, has leapt to
the a id  o f  a n y  would-be wo rld
liberators with a pair of prize cheat
modes...

AMIGA
On the title screen, type ITS EASY
WHEN YOU KNOW HOW (including
spaces) to  play with infinite every-
thing.

ATARI ST
Begin play and pause the action. Now
type SAMANTHA LYON (including
space) to play with infinite everything.

BEVERLEY HILLS COP
ON T H E  Se lect  Difficulty Leve l
soreen, type MELLIE, The facility to
begin play f rom any level is now yours.

DYTER-.07
WHILE Dyter-07 loads, type GIBB on
the title screen to get the cheat mode
up and running. During play, you can
now hit W for extra weapons, and S la
top up your shield.
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Cadaver
In the first of a four-part series, The
Bitmap Brothers' designer Philip J
Wilcock explains how to get the most
out of this unique adventure.
"THIS IS the full solut ion to Level One, although I have
deliberately omitted two or three little bonuses that can be
achieved by additional actions_ These are for the player to
find out  and are completely non-essential.

"There are scattered throughout the level clues in the
form o f  parchments,  Thes e ma y  b e  let ters,  books ,
instructions or memos. They prove essential to anyone who
plans to solve the level unaided. It is recommended that the
player reads all parchments and possibly notes down their
contents.

"Bold t ex t  indicates act ions t hat  a re  essential f o r
completing the level.

The Caves lie beneath the castle and contain several
distinct areas: The Mines, The Mortuary, The Gaol, The
Crypts, The Chapel and The King's Tomb. A secret opening
onto The Marsh has  allowed Karadoc t o gain access
unobserved,"

THE ONE

1
COLLECT
Pickaxe
Coin
Diary
EXIT
Via North
Door

2
PULL
Lever
(Unlocks
North Door)
EXIT
Via North
Door

3
COLLECT
Sack Of
Stones
(Weapon)
EXIT
West

4
KILL
Creature
COLLECT
Charm
EXIT
South

5
COLLECT
Runic Stone
KILL
Spider
EXIT
North

EXIT
North

7
MOVE
Sacks
COLLECT
Green Gem
KILL
Worm
EXIT
South
a
EXIT
East
EXIT
East
EXIT
South
(Into Main
Chamber)

9
COLLECT
Rope
KILL
Worm
EXIT
East
EXIT
East

10
COLLECT
Key
RETURN
To Start

11
EXIT
East
PULL
Lever
(Unlocks Main
Chamber
South Door)
OPEN
Chest
(Clue Inside)

12
RETURN
To Main
Chamber
KILL (OR
AVOID)
Worm
EXIT
South

13
THROW
Pickaxe
At Wall
(Until it's
demolished or
low enough to
jump)
EXIT
South

14
SEARCH
Skeleton
(For Clue
Book)
EXIT
East

15
USE
Buttons
(To Unlock
Door To
Dragon
Room)
Combination:
1 4 3 2
 (Left-hand
Button: 1)
You can
discover this
combination
later. Even
though you
may gain
access to The
Dragon Room
now you will
not have the
power to
destroy the
beast.
EXIT
East

16
YOU ARE
NOW
At Map Point
A
EXIT
North
EXIT
West
(Into Well)

NOVEMBER 1990 •

17
TAKE
Key
(Hidden Under
Bones)
BEWARE
Sea Monster
EXIT
East
18
EXIT
West
(Into Store)
OPEN
Chest
COLLECT
Coin
Chicken
Bread
EXIT
West
EXIT
North
(Into Gaol)
19
COLLECT
Coin
(On Table)
USE
Key
(In West Wall
Keyhole)
EXIT
North
(Into Cell
One)
EXIT
South
KILL
Monster
EXIT
North
(Into Cell
Two)
GIVE
To Man
(Food in
exchange for
Clues)
EXIT
South
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20
EXIT
East
(Into Cell
Three)
EXIT
West
21
EXIT
East
(Into Cell
Four)
COLLECT
Key

ler E X I T
West
22
RETURN
To Map Point
A
EXIT
East
23
COLLECT
Green Gem
PRESS
Button
(In Wall)
To raise The
Pit Cover in
The Cadaver
Store
READ
Book
(For Clues)
EXIT
North
(Into Cadaver
Store)
24
DROP
Rope
(Down Hole)
WALK
Across Hole
(To fall into
The Pit)
25
OPEN
Rat
(To reveal a
Key for  The
East Door)
COLLECT
Other Key
(On Floor)
OPEN
Chest
COLLECT
Urn
EXIT
East

•

26
EXIT
East
(Into Small
Room)
COLLECT
Green Gems
(You should
now have Six
Green Gems
in your
Rucksack)
RETURN
To Main Pit
Room

27
THROW
All Six  Gems
(Into Large
Pool)
You should
now be
teleported to
Map Point B
If you do not
have all six
Gems._
RETURN
To Connecting
Passage
(Through East
Door)
MAKE
A Stack Of
Stones
(Or Other
Useless
Objects)
JUMP
Up
(To Reach
Chain
Hanging From
Ceiling)

28
YOU ARE
NOW
At Map Point

(This is a bit
confusing as
when you
leave via Door
E you are
moved to Map
Point F)
Either means
of leaving The
Pit eventually
return you to
Map Point F
EXIT
East
(Into
Embalming
Room)

29
SEARCH
Skeleton
COLLECT
Key
BEWARE'
Touching
Corpse
Disturbs
Monster
EXIT
North
(Into Balm
Store)

30
THE STONE
LEDGE
Upon this
there are four
potions...
CURE
POTION
(Unknown)
SHOT
SHIELD
STAMINA
(Red Cross)
POISON
(Acrid)
31
COLLECT
AND
CONSUME
Any Potions
The Key on
the floor is for
the keyhole in
The West
Wall. It
reveals three
Spiders but is
not necessary.
RETURN
To Embalming
Room
EXIT
East
(Into
Purificatory)
32
COLLECT
Learn Potion
Spell
Giant Jump
Potion
(Frogskin)
RETURN
To Embalming
Room

THE ONE

33
The Offal
Store (South)
contains
nothing of
great value.
34
RETURN
To Corridor
(With Row Of
Buttons)
(W, W. W. W)
EXIT
South
KILL
Hopping Brain
(Use Stones)
INSERT
Skeleton Key
(In Keyhole)
EXIT
South
35
EXIT
West
EXIT
West
(Into Mourning
Room)
KILL
Hopping Brain
(It's asleep so
it should be
fairly easy to
destroy —
until it wakes
up)
COLLECT
Holy Water
Flasks
Charm
EXIT
South

36
KILL
Hopping
Brain
(This one is
not asleep so
it's a bit
tougher)
COLLECT
Key
(Left By Dead
Brain)
EXIT
West
(Do not collect
The Crown as
it is a fake)

37
EXIT
North
(Into Royal
Armoury)
COLLECT
Bronze
Armour
Sword
Red-striped
Shield
Bronze
Helmet
(This was The
King's
personal
armour)
EXIT
South
EXIT
West
(Into Ante
Room)

38
PRESS
Button
(On Wall)
(Without all of
The King's
armour this
would not
work)
This
transports you
to The King's
Secret
Treasury
COLLECT
Crown
Coins
Charm
PULL
Lever

39
You will now
be back in the
Ante Room
EXIT
South
OPEN
Chest
(Use Key
From Brain)
COLLECT
Joint Of Meat
Coin

40
RETURN
To Mourning
Room
EXIT •
East
(Into Passage)
EXIT
East
EXIT
South
You should
now find
yourself in the
first room of
The Chapel.
Two Bugs will
be wandering
around. They
bite if you
touch them
and they spit
shots.
KILL (OR
AVOID)
Bugs
JUMP
On Flames In
Bowls
(To Extinguish
Them)
This unlocks
the East Door
EXIT
East
(Into 'The
Way Of
Death')
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41
EXIT
East
EXIT
East
(Into Common
Crypt)
COLLECT
Key
(On Altar)
(Revealed
when the Urn
smashes)
PUSH
Four Stones
Off Altar
(To Reveal
Cure Potion)
COLLECT
Potion
PUSH
Two
Remaining
Urns
(Off Slab To
Reveal Dispel
Trap Spell
And Canister
Of
Experience)
(Open
Canister To
Gain
Experience)
EXIT
East
(Into Shrine)

42
COLLECT
Money
Other Bag Of
Stones
RETURN
To Common
Crypt

43
EXIT
South
(Into Glutton's
Shrine)
THROW (OR
DROP)
Joint Of Meat
(Onto Shrine
For Super
Fast Potion)
COLLECT
Potion
RETURN
To Common
Crypt
EXIT
West
(Into Passage)
44
EXIT
North
(Into Lesser
Crypt)
Under The
Heap Of
Stones is a
Runic Stone
(Spell)
EXIT
South
EXIT
North Again
(To Enter
Priest's Crypt)
SEARCH
Large Urn
(To Reveal
Charm And
Worm)
COLLECT
Charm
EXIT
South
EXIT
South
(Into Warrior's
Crypt)

45
DROP
Gold
Funerary
Coin
(Onto Tomb
Of Kazah)
COLLECT
Potion
Its a Fire
Shield. Save
this for The
Dragon
EXIT
North
46
EXIT
West
EXIT
South
COLLECT
Key
EXIT
North
EXIT
North
(Into Lord's
Crypt)
EXIT
North
(You will
already have
seen these
two rooms if
you came out
of The Pit by
using the
Gems)
CAST
Dispel Trap
Spell
(On Chest)
OPEN
Chest
COLLECT
Charm
COLLECT
Urn

47
RETURN
To First Room
Of Chapel
EXIT
South
(Into Next Part
Of Chapel)
KILL (OR
AVOID)
Bug
DROP
Urn Of Lord
Carol us
(Onto Altar
Of Lord
Carolus)
COLLECT
Spell
Unknown: And
unusable until
known
Massacre:
Save this for
the Dragon
EXIT
South
(Into Inner
Sanctum)
EXIT
West
(Into
Crematorium)
PLACE
Urn Of
Ragner The
Chief
Alchemist
(Onto
Appropriate
Slab)
COLLECT
Flask Of
Blood
RETURN
To Inner
Sanctum

THE ONE
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49
CAST
Dispel Trap
Spell
(On Chest)
OPEN
Chest
COLLECT
Runic Stone
(Read
Language)
EXIT
North
(Into Library)
COLLECT
Spell (Map)
RETURN
To Inner
Sanctum

48
DROP
Flask Of
Blood
(Onto High
Altar)
COLLECT
Key
Spell
(Read Magic)
USE
Key
(In West Wall
Keyhole)
EXIT
West

50
DROP
Unknown
Spell
CAST
Read Magic
Upon
Unknown
Spell
(This allows
you to use it
to kill The
Dragon)
EXIT
South
EXIT
West
(Into
Purificatory)
51
DROP
A Flask Of
Holy Water
(Into Bowl)
DRINK
Bowl
(This teleports
you to a
Hidden
Treasure
Chamber)
PULL
Lever
COLLECT
Reward
PULL
Lever
(This returns
you to the
room adjacent
to The
Purificatory)
Repeat for as
many times as
you have
Flasks Of
Holy Water
(Maximum
Three)

-

52
Having got
The Massacre
Spell, The
Fire Shield
Potion, and
The King's
Crown you
are fully
equipped to
face The
Dragon.
RETURN
To Passage
(With Four
Buttons In A
Row)
If you have
not yet
pressed
them, press
them in the
order 1, 4, 3,
2
EXIT
West
EXIT
North
(Into Dragon R

•
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53
DRINK
Fire Shield
Potion
(To protect
you from
Fireballs)
HOLD
Massacre
Spell
(Press Fire To
Cast It)
The Dragon
will blow up
PRESS
Button On
Wall
EXIT
North
PULL
Lever
(This takes
you to Level
Two)
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When you can'to
remember who you are,
where you are and even
what year it is, then
you know trouble
cannot be too far
away...

. H e l d  Captive for two

F
u
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d
r
e
d  
y
e
a
r
s  
i
n  
a
n

rbiting space prison for
crime you didn't

. ommit, you are
desperate to escape
from your electronic

l o  r a
• Armed only with a
briefcase computer

I t
world outside.

found in the corner of
ur cell, you start

ending out electronic

I
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t
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Eventually you find a

I
I
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c
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droids ready to help
I b r i n g  about your

escape..
..so begins your quest
tor freedom!
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,
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vailable for Commodore
Amiga, Atari ST; IBM PC
and compatibles.
E24.99

For further information on Mindscape products and your local dealer, contact:
The Coach House, Hooklands Estate, Scaynes Hill, West Sussex RH17 7N6. Tel.
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spills of high speed
racing from the four
greatest driving
games evert
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Slip behind the wheel of your
turbo charged Porsche in hot
pursuit of dangerous cdminals.
Drive by the seat of your pants to
avoid the hosts of !wards on the
busy streets and tracks.
Absolutely incredible. The best
tidying game ever. Supetb"

Sinclair User

it's fast and Indous and you're in
pole position. Power your way
round 27 stomach churning
circuits. Step on the gas and let
your opponents eat dust'
"Hours of racMg dui& In what
Is surely the best Power Drift
conversion the Amiga Is capable-csac

Your Ferrari 140's hot and raring to go.
game bumper to bumper in a thrilling

16 stage rme MfOSS the States with each
new terrain a different challenge.

"An outstanding conversion whkh
shouldn't be nds s e d
-
C&V G

Take your life In your hands to race
both speed and stunt tracks. lump the
bridge and attempt the Incredible loop

the loop. all In fabulous solid 3D —
Its the ultimate driving simuladon.

"—contains' all the features of the
arcade game and plays brilliandy. An

absolute must for all boy racers•C&VG

-
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Corporat;in
KNOW YOUR
ENEMY
REPAIR SPIDERS
THESE robot  spiders scurry about
the ceiling looking for damaged lights
to repair. Shoot ing a mechanical
arachnid causes it  to fall of f  the
ceiling and explode on impact with the

floor. Occasionally they fall off  the
ceiling by accident — they are the
cause of the explosions you
constantly hear while on top of the
building. On the off-chance that  they
don't explode when they hit the floor,
they hunt and attack the player. If
you see a spider crawling towards
you, shoot it  as soon as possible.
They attack by climbing up the
player's armour and stabbing at the
face with sharp metal instruments,
However, if  you have good armour,
you are probably irnmune to their
attacks.

THE CRAB
A ITUMPTING to attack the crab is
pointless, simply because it  isn't
really there i t ' s  nothing more than
a hologram. Not ice that  Crabs always
appear next to an alcove, as the
hologram projector is hidden in there.
If you shoot the projector, the
hologram disappears. Holograms are
harmless, but  they can obscure
things that  aren't so harmless.
Beware.

EQUIPMENT
SOME useful
guidelines...

BUY A BOMB. I ts
essential if you get
caught (see DOING

BIRD).

THE BETTER your
weapon skills, the
cheaper your gun

will be.

HAVING a brain
implant, taking a

course or loading a
program all

Improve your ski I I .
This means you
can light better,
repair objects

quicke r a nd ca rrymore. Sounds like
good VFIN to us?

LOOK carefully for
damage on an item

before using it.
Using a damaged
Item can wound

you.

DON'T buy a
lock-pick o r
.  adrink dispenser.

DON'T skimp on
armour. You need
It And remember
that droids need

armour too.

DON'T be templed
to carry too much.
Pt you do you will

become
encumbered. The

amount a
character can
carry before
becoming

encumbered is
calculated as a
function of the
strength and

endurance ratings.
The symptoms of
encumbrance are
slow movement

and fast usage of
physical energy.

THE GUARD
1 UMAN

GUARDS are
paid a handsome
bonus for every

intruder they
apprehend --
which is why
they become

hysterical and
attack like

madmen when
they spot you In
order to prevent

any information a
guard may have

about UCC
falling into the

wrong hands, all
human

employees have
a small explosive

device connected
to their central

nervous system.
If a guard is

injured beyond a
certain point, he

spontaneously
combusts. Shoot

theml

THE ONE

THE SENTRY
SENTRIES are the biggest robots in
the building. They guard corridors,
junctions and important  rooms. Shoot
them before they shoot you!

THE ALIEN
THERE S nu mistaking one of these
— chances are you will know it 's
somewhere near f rom its ferocious
roar before you see it. These suckers
move fast. and are more likely to use
doors than anything else you will
encounter. Keep away!

ROBOTS
THESE FEEBLE druids only patrol
certain levels of the building. They
ignore you if you keep Out of their
way I f  you stand in their path or
trigger an alarm though. they will

attack by poking you with their litt le
metal hands and squealing for help.

Shoot them.
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Trouble 't  mill? Relax... Corporation
designer Kevin Bulmer is here to keep
you company.
"ALWAYS make use of the terminals and powerpacks to
recharge your power supply, as described in the manual.
Your physical energy is replenished by drinking the fluid
held in the refills. This cannot be drunk from the refill — the
refill must  be used to recharge your drink dispenser.

"Keep away from doors when walking down a corridor.
This causes doors to open which could attract unwanted
attention!

"Try to approach doors as squarely as possible — andthat
doesn't mean with a kippertie and sandals on. If you walk up
to a door at a sharp angle, it's easy to become disorientated
and lose track of your position.

"While there is no 'proper' pause mode, you can freeze
the action by examining your gun.

"Before leaving the elevator atthe beginning &the game,
examine the contents of your pockets and ensure that all
location-specific items are correctly positioned.

"Oh yes: bombs can jam some doors shut."

BLOBS
THE BLOB was
designed as the
perfect solution
to keeping the
office
environment
clean. This large
uni-cellular creature should have quietly scoured rooms
and corridors consuming dust and dirt  as it  went, then
finding a dark corner in which to rest  in between patrols.
Unfortunately, when tested in UCC's offices, they joined
together to form more complex organisms which t ry  to
consume everything in their path. Because of their habit
of seeping through floors and ceilings, they have proved
impossible to eradicate. Don't  let them melt your toes!
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PROTOTYPE Nit
THE MOST efficient robot guard in the building has nut
been officially named, but  was nicknamed for its
endearing habit of malfunctioning and slaughtering
everything and everyone in its vicinity. They are equipped
with experimental self-healing circuitry. When
sufficiently injured. they shut down for emergency
repairs. DON'T think that  they are safe when this
happens — they could still recover at any moment.



LEVEL 5

CHARACTER SELECTION
WHO YOU choose to play is entirely up to you and your
style of play. However, you should find that the best
all-round choice, for beginners at least, is Core Droid
It's worth playing experimental games to  see what
character is best suited to you.

DOING BIRD
SOONER or later you arebound toend up in Prison. If you
are overcome or injured to the point of blacking out, the
guards will throw into the cell while they approach their
superiors and find out what to do. The only way out of the
slammer is with the bomb i f  you don't have it, it 's
curtains. Walk to the SouthWest corner of the room,
manipulate the bomb and punch in the number 30. Click
on the 'Arm button (the RED one) and retire quickly tothe
other side of the room. Do not return to the bomb once lit.
Turn around sothat you can see the bomband wait for it to
detonate. When it does, it takes out a few walls, some
furniture, a couple of cameras and possibly a couple of
monsters. Now use the back-pack computer and your
compass to find the nearest elevator -  this isn't easy
since the  mangled scene around you  n o  longer
resembles the scene stored in your computer. When you
reach the elevator, your security pass only allows you to
leave the prison level and visit levels you have already
seen.

LEVEL 4
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FTWARE CITY
Temple Street, Wolverhampton. WV2 4AN.
0902 25304. Fax : 0902 712751

OUR CREDIT CARD HOTLINE 0902 25304

SIXTEEN itur compiLATIoNs

*GREMLIN TRIPLE PACK*
AXE LS MAGIC HAMMER,

SWITCHBLADE & MINDBENDEP
ST AND AMIGA EI6.99

*PREPAIER COLLECTION 3 *
MERCENARY, ELIMINATOR,
BACKLASH CUSTODI AN

Si' ONLY E9•99

*WORLD CUP COMPILATION*
KICK OFF. TRACKSUIT MANAGER &

INTERNATIONAL SOCCER
Si' AND AMIGA E1699

.TRIAD VOL 3 *
SPEEDBALL. BLOOD MONEY &

ROCKET HANGER
S T
A
N
D  
A
M
I
G
A  
E
1
9
.
9
9

• IPIRILLTIME PLATINUM VOL 2 *
KARI WARRIORS, BUGGY BOY,

BOMBJACK, SPACE HARRIER, LIVE
AND LET DIE, THUNDERCATS
BEYOND THE ICE PALACE 3,

BATTLESHIPS
STAND AMIGA EIS 99

*HEROES*
BARBARIAN 2, RUNNING MAN

STAR WARS 84 LICENCE TO Kill
ST AND AMIGA 119,99

STORY SO FAR VOL 1 *
!KARI WARRIORS. BUGGY SOY.

BATTLESHIPS 81 BEYOND THE ICE
PALACE

ST ONLY D M

*ALL TIME FAVOURITES*
TEST DRIVE M EAN 18 FAMOUS
COURSES 1 AND 2 & HARDBALL

STAND AMIGA E l.  99

*MAGNUM POUR*
OPERATION WOLF, AFTERBURNER.
DOUBLE DRAGON S A B A
-
M A N  T H E

CAPE D CRUSADER
ST AND AMIGA ET 9.99

HARD DRIVIN% TOCSIN, DRAGON
SPIRIT. XYBOTS & A.P.0

ST AND AMIGA E19.99

H I N T  1 1 1 1 0 4 1 1
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1 SOKNISTAII 1 3 GNI I  Cl CHAMPING 04OI99404 r o ,
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SPACE 00(311.2913

3.5 Inch DOUBLE SIDED. DOUBLE DENSITY DISCS WITH LABELS
1 E0.69 1 0  E5.99 2 5  E13 99

3 1/2 40 PIECE DISC BOX E6.99
3 1/2 80 PIECE DISC BOX E7,99

MOUSE MATS £2.99
ST & AMIGA EXTENSION LEADS E5.99
NAKASHA UPGRADE MO U
S
E  E 2 9 . 9 9

NEW PRICE ON EXPANSIONS
AMIGA 1/2 MEG EXPANSION £39.99

AMIGA 1/2 MEG EXPANSION I  CLOCK E49.99
AMIGA 1/2 MEG EXPANSION i  DUNGEON MASTER E59.99
AMIGA 1/2 MEG + CLOCK + DUNGEON MASTER E69 99

AMIGA 4 MEG INTERNAL RAM EXPANSION E299.99



OFTWARE CITY
Unit 4, &D.C., 21 Temple Street, Wolverhampton. WV2 4AN.

Tel: 0902 25304. Fax : 0902 712751

=  CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304

Name of Game Computer Value

Postage
TOTAL

TOTAL
RECALL

ST & AMIGA

HOLLYWOOD
COLLECTION

ROBOCOP, GHOSTBUSTERS 2,
BATMAN THE MOVIE,

INDIANA JONES AND THE LAST
CRUSADE

ST & AMIGA

ORDER FORM AND INFORMATION
Ali or  dee, f - I P S T  CLASS s ub leo  to  av is ililballty . J us t E ll i n  th e  c oupon and n I  a  to , S t i t  !WA HL CITY , U n d  S. The  ROC, 21 Tem pts  S tr eet. Wolv er ham pton, WV ? SAN

ORDER FORM

Signature: .
Date:

ILtROPEAP• OfIDEA Fil l .
M ASI f  111.1M13
EUROCAFIDACCEPTED

NAME
ADDRESS

POSTCODE T E L  NO:
POSTAGE RATES: Please add 50p for post & packing on all orders
under £5. EEC countries add Cl per item. Non EEC countries add C2.
PAYING BY CHEQUE — Cheques payable to Software City,
Card Type E x p i r y  Date
Card No:
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REVIEW
BOTICS
Krisails

AI ARI ST
PRICE £ 1 9 . 9 9
OUT N o w
GRAPHICS SO%
SOUND 7 8 %
PLAYABILITY 80%
VALUE 1 6 %

OVERALL

7 9 0/
0AMIGA
PRICE E 1 9 . 9 9
OUT N o w

IBM PC AND
COMPATIBLES
N/A

SECTOR
ca-Plifft
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o t
r „

*
1
1
1
1
k

HERE'S THE I D EA: p la y st a rt s in  t h e
centre p it ch . Eve ry t im e  a  g o a l I s sco re d ,
the lo se r i s  p u sh e d  b a ck o n e  p it ch
towards h is 'En d zo n e • a n d  p la y co n t in u e s.
The m a t ch  is  d e cid e d  wh e n  a  p la ye r is
•Shut Ou t  b y  lo sin g  a  p o in t  in  h is  o wn
Endzone.

THE ONE

FOUR TYPES o f  p la ylie ld  a n d  l ive  in cre a sin g ly d if fi cu lt  o p p o n e n ts awa it ,  Th e  ch o ice  o f
both is  yo u rs be fo re  yo u  p la y.

IF YOU R  b a t  is  t o o  b a d ly damaged . i t
exp lodes a n d  th e  game i s  handed t o  th e
other p la ye r. I t 's im p o rta n t  t o  m a ke
frequent Tim e  Ou t s f ro m  th e  a ct io n  t o
repa ir yo u r  d ro id  a n d  b r in g  h im  b a ck t o
match fi t n e ss. Ho we ve r,  s in ce  Tim e  Ou t s
must  b e  made a lte rna te ly,  yo u  ca n ' t  v is i t
the 'Pit '  t w ice  in  a  ro w  -  yo u  h a ve  t o  wad
for yo u r  o p p o n e n t

ON CERTAI N  p it ch e s yo u  d o n ' t  p la y w it h
one t yp e  o f  ba ll,  b u t  live ,  ra n d o m ly
elected in t o  p la y a lt e r e ve ry g o a l. Th e
more a g g re ssive  t h e  b a ll (yo u  ca n  t e ll b y
Its e xp re ssio n  wh e n  I t  w a lks o u t  o n t o  t h e
p itch  be fo re  p lay),  t h e  taste r i t  m o ve s a n d
the m o re  damage it  d o e s t o  yo u r  ba t  o n
im p a ct  Fo r  added p o we r
: t h e  b a t  
c a n  
b e

e lect rifi ed  t o  se n d  th e  b a ll scre a m in g
a cro ss t h e  p it ch  a t  b re a xn e ck sp e e d  a n d
cause e ve n  m o re  damage t o  yo u r
o p p o n e n t

NOVEMBER 1 990

Botics
Gary Whitta paddlesfor pleasure with a
new version of that classic bat 'n' bailer
Pong.
IT HAD TO HAPPEN. It's the year 2085, and television rules
the galaxy. With 952 channels available in every home on
Earth, and Sport being by far the most popular subject, 20th
Century pursuits like Soccer and Rugby have been replaced
for something a little more... action-orientated. Leading the
pack in thefuture-sportsfield isBotics, a new and improved
version of  the ancient classic Pong that's so hard it's not
even played by  humans.  Here,  t wo  armoured robots
capable of transforming into steel 'bats' battle for control of
an artificially-intelligent droid-ball while a robotic referee
looks on.

Played across 20 isometric arenas and against any of five
computer-controlled opponents (or a human friend), and
with over 200 million viewers watching via live satellite link,
the stakes in Botics are high. Will you experience the thrill of
victory or the agony of the breaker's yard?

ON L AT ER  p it ch e s yo u r  b a ck wa ll i s  a lm o st  a s im p o rta n t  a s the
goal a rea  it se lf . L e t  t h e  b a ll t o u ch  it  and,  depend ing  o n  t h e  t yp e
of p l a y t  aid, yo u r  o p p o n e n t s goa l d o o rs sh u t  f o r a  sh o rt  w h ile
or a  d e fl e cto r wa ll appea rs o n  th e  h a lf wa y lin e ,  ke e p in g  th e  b a ll
in yo u r  a rea . Nasty,

Like many modern games with classic roots,
Botics is  very  playable -  part icularly  in
two-player mode.  Because it 's  based on
such a simple concept, you can dive straight

in wi t hout  hav ing t o  mes s  about  wi t h  rules  o r
regulations. The features that make Botics more than
lust a 3D version of Pong do well to vary the gameplay,
although the pitch with the snutting goal doors can tend
to makegames drag on a bit, simply because sometimes
it's too difficult to stop the ball f rom hitt ing your back
wall. The clean-cut and subtly-coloured visuals are
pleasing, and coupled with the jolly music and effects
there's a 'nice' overall feel. The onlything that really lets
Botics down is  its potent ial last ing appeal. With no
league or tournaments to play, interest might  soon
wane -  unless you have a friend on hand whenever you
fancy a bask

Krisalis is promising 32-colour graphics and
improved sound,  but  t he gameplay  wi l l
remain identical. It should be available by
the t ime you read this.

A
PC Krisalis has no plans at present to convert

Botics to this and all compatible machines,
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Operation
Stealth
Paul Presley reveals (almost) all in the
second installment of this three-part
solution.
JOHN GLAMES was wet, The red carnation hung limply
from his buttonhole. The KGB creeps who had left him for
dead were going to pay, if  only for ruining his best suit,
Somehow Blames had to recover the document marked
'Operation Stealth'.._ But first he had to dry himself off.

HAVING been  g ree ted  b y the  h o te l d o o rm a n  (and  g ive n  t h e  u su a l sa le s p it ch ) C la m p s
took t h e  ke y t o  h is t o p -fl o o r ro o m  a n d  m ade  h is w a y u p st a irs. Op e n in g  t h e  d o o r h e
again f o u n d  h im se lf  st a rin g  d o w n  th e  ba rre l o f  a  g u n . A l  le a st  t h e  g ir l b e h in d  it  w a s
more a t t ra ct ive  than  the  KG B g o o n  h e 'd  m e t  e a rlie r...

DEEP•SEA DIVING
took o n  a  wh o le
new m ean ing  a s

the p a ir p lum m eted
towards th e  se a

bed. Pre ssin g  t h e
brace le t 's bu t ton  a

second t im e
caused Gla m e s'

bonds t o  sn a p  a s
jewe lry infl a ted .

Glames sw a m
towards the  g ir l

and q u ickly u n t ie d
her b e fo re

sw im m in g  f o r t h e
surface. With lungs
burst ing  t h e  t wo  o f

them m ade  it  t o
the t o p  wh e re  a

sm a ll d in g h y
awaited.

V s  Icon* t o  our- 1 ,  ewer ,  The Moverorr t f orthe Libel-et:kin of W m  P w u a  We owe •  l ot to
i m
i s
=
t e
h e
v e  
J
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-  
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t
h
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riantsus Ors i s  o r  oni u hope  t o
clorselt the i r ooster  i r et M e a l  for  her  urIcle-'•

FOLLOWING a  re st f u l jo u rn e y Gla m e s f o u n d  h im se lf  in  a  sm a ll
jung le  h u t . f a cin g  th e  leade r o f  t h e  lo ca l g u e rr illa  re sist a n ce .
The g ir l t u rn e d  o u t  t o  be  Gene ra l M a n ig u a 's daugh te r a n d  the
curren t  Ge n e ra l tu rned  o u t  t o  be  a n  im p o st o r. Th e  g u e rrilla s
were p la n n in g  t o  m a ke  an  a t t a ck o n  th e  p a la ce  in  an  a t tempt  t o
rescue the  re a l Ge n e ra l. Wh a t 's m o re  t h e y in vit e d  Gla m e s t o
jo in  t h e m . H o w  co u ld  h e  re fu se ?

THE ONE

Judging f rc r t  t h e  c o n t e n t s  i n
th e  b o x  t h i s  guw rsu irt
bracelets.

Otto ' Y o u r  w o u n g
fr iend's c a n d o r  i s
chermirrp, i s n ' t  i t  M rGLAMES

You c r e s s  t t s s
on t h e  O r =

SOMETHING fi sh y w a s d e fi n it e ly g o in g  o n i  F irst  t h e  g ir l h a d
accused  h im  o f  b e in g  a  swin e ,  t h e n  h e  w a s st a rin g  a t  h is
double, w h o  h a d  b o th  Gla m e s a n d  th e  g ir l t ie d  t o  t w o  la rg e
ro cks a n d  d u m p e d  o ve r  t h e  sid e  o f  a  speedboa t . An
exp lanat ion  co u ld  co m e  la te r fi r s t  h e  had  t o  p re ve n t  t h e  t w o
of t h e m  )(mining D a vy Jo n e s fo rever,  G a m e s  se cre t ly opera ted
the bu t ton  o n  the  b race le t .

97
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"EY,  SENOR,  yo u
wanna b u y an

inflatab le d ivin g
brace le t?  issa

good t o r
e m e rg e n se e s! '"Ah ,

what t h e  h e ck.
need a ll t h e  lu ck I
can get ,  t h o u g h t

Glames a s h e
handed o ve r  t h e
last  o f  h is  sp a re

change. Th e
bracelet  h a d  a

coup le  o f  b u t t o n s
to Operate it . •I t ' ll
p robab ly co m e  in
handy, ' h e  m u se d

as he  slip p e d  I t  o n .

HAVING
masqueraded a s
the e ve n in g  s
enterta inment f o r
that n ig h t 's ba ll,
Glames f o u n d
h im se lf  sn e a kin g
around t h e
co rr id o rs o f  t h e
palace. Th e  b e st
p lace t o  lo o k f o r
clues w o u ld  b e  the
Genera l's st u d y,
but tha t  w a s
severa l fl o o rs a wa y
and e a ch  st a irca se
was lo cke d .
Fortunate ly,  t he re
were lo cka b le
re vo lvin g  door's
everywhere. II only
Glames co u ld  t ra p
some o f  t h e
gua rds...



EVENTUALLY Gla me s found the  study and
quickly loca ted the  sa le . Atta ching the
safe-breaking box ha d the  de sire d e le ct
and the  Opera tion Ste a lth docume nts
were ba ck in  h is posse ssion. He  might
have ke pt them too if  it  ha dn't been lo r
the two  KG B goons that ha d sne a ke d up
on h im . Bu t  a s lu ck would ha ve  it  Gla me s
•double Otto turned up. Docume nt in  hand,
one o l the  KG B a ge nts jumpe d out of the
window. Gla me s qu ickly followe d.

SO, OTTO wa s working for SPYD ER  a nd
they we re  be hind the  Ste a lth's hija cking.
The KG B ha d gotten wind a nd we re  just
looking to  ca pture  it  the mse lve s but
Glames ha d prevented tha t. N ow a ll tha t
was le ft wa s to ge t the  Ste a lth. R &D  had
come up with a  couple  o l e xtra  ga dge ts:
some ciga re tte s that we re  de finite ly ba d
for some one  e lse 's hea lth a nd a  compa ct
disc that could control the  Ste a lth's
computer syste ms.

THE KG B agent jumpe d on one  of  two
je t-skis and spe d o n . Gla me s,  in  hot
pursuit,  took the  other t h e r e  wa s no
way he  wa s going to  lot the  Red de vil ge t
away th is time . Avoiding the  sha rks wa s
tricky enough but once  Gla me s
caught up with._  Ka rpov wa s it? ... a nd
snatched the  docume nts,  he  then ha d to
contend with Otto 's je t•skiing goons.
Luckily Ga m e s' re nde zvous wa s surfa cing
nearby.

THE STEALTH 'S radar signa ls ha d been
picked up  under the  water,  so  Gla me s
once aga in took a  d iving trip,  th is time
with brea thing e quipme nt. While  d iving
towards the  bottom h is foot got ca ught in
some e la stic trapped in  a  pie ce  of
seaweed. Afte r free ing h im Gla me s look
in the  sights,  sha rks,  fish,  pa lm tre e s...
PALM  TR EES? On close r inspe ction one
of the m revea led a  sma ll button tha t
opened a  ca ve  on the  sea  be d.

THE ONE

THE C AVE opened out into a  sma ll tunne l. Re moving h is d iving equipment,  Gla me s
made h is wa y towa rds the  circula r ha tch in  the  tunne l's ce iling. Slo wly turning the
locking whee l,  he  pulle d open the  ha tch to  re ve a l a n iron la dde r stre tching upwa rds.
Wasting no time  Gla me s climbe d until he  emerged in  a  la rge  hangar. Sit t ing a cross the
hangar. e ngine e rs scurrying a round it,  wa s the  one  thing Gla me s ha d hope d to see
more than a nything: the  Stea lth pla ne .

IVANHOE
BEGIN PLAY then pause the action.
Type JC IS THE BEST (including
spaces) to activate the cheat mode,
then 'unpause• t o  continue. No w
pressing N advances you a  level,
DELETE kills all on-screen enemies
and CONTROL kills the Boss in the
bonus stage.

GHOULS 'N
1 
G H O S
T S

WHEN the 'credits screen appears.
type DELBOY. Now the next time you
play i t  w i l l  b e  w i t h  comple te
invulnerability.

NINJA SPIRIT
BEGIN PLAY then pause the action
with F9. Hit CAPS LOCK and then
hold down the CONTROL and SHIFT
keys simultaneously to activate the
cheat mode. The game will reset itself
and you will now be invincible.

KLAX
BEGIN PLAY then hold down either of
the SHIFT keys and SPACE together.
Now press any key from 1 to  4 for
different helpful effects, including
infinite credits and even a free ticket
straight to level 100!

BACK TO THE FUTURE
PART II
GREAT SCOTT! Pause the action at
any time during play and type THE
ONLY NEAT THING TO DO (inc-
luding spaces). The game will reset,
indicating that the cheat mode is
active No w you now have infinite
lives

PRO TENNIS TOUR
IF YOU serve from the  near-left
quarter of the court into the far right
you can Ace your opponent every
time. Simply place the cursor as far
into the bottom-right corner of h is
servicearea as possible and the ball's
impossible to return! Thanks to John
Wilks o f  Cornwall a n d  about a
thousand other The One readers for
that advice.

DYNAMITE DUX
ON THE title screen, type CHEAT to
activate the cheat mode. You can now
press keys Fl through F6 to play any
level you  wish, with  infinite lives
thrown in for good measure. Alterna-
tively, type NUDE during play to be
transported straight to  the end-of-
level boxing round.

SKIDZ
DURING PLAY, h o ld  d o wn  t h e
firebutton and the ALTERNATE key
together, and hit C to activate the
infinite everything cheat mode. Alter-
nately, hit M instead of Cto skip levels.

NOVEMBER 1990

KID GLOVES
BEGIN PLAY then pause the action.
Type RHIANNON, followed by F9 to
activate the cheat mode. Now thenext
time you play not only will you be
invincible, but you will also find that
the function keys do 'sexy* things.

SIMCITY
DURING PLAY, hold down CAPS
LOCK and type in MONEY to have
10.000 dollars added to your account.
But don't get too greedy._ Over-use of
this cheat can cause the game to lock
up.

SONIC BOOM
ON THE  high-score table. en ter
DOUGAL. The next timeyou play you
will find that._

Fl Increases Energy
F2 Awards A Full Drone Squadron
F3 Skip To Next Level

SUPER CARS
ANY ST owners who tried to enter the
name RICH to get loads of cash are
sure to find themselves out of luck.
The reason being that RICH only
works on the Amiga version. To get
results on the ST. simply enter your
name as POOR instead.

NO KIDDING!
HERE you go... the codes to help you
make i t  through Electronic Zoo 's
Prophecy I: The Viking Child with
the minimum of fuss.

DENIS
The Forest

THE BLIZ
The Bridge

SHARKMAN
The Labyrinth

NYMHARSW
The Desert

RAINBOW ISLANDS
ONE FURTHER snippet o f advice
that may come in useful... Not a lot of
people know that Rainbow Islands
has a  Difficulty Level counter. I ts
value is increased by one point when
you complete a Round, enter a Secret
Room o r enter any o f the above
codes. You have been warned.

F-29 RETALIATOR
ON THE Duty Roster, enter your
name a s  (including spaces) THE
DIDY MEN (author Digital Image
Design's own test mode). Now not
only do you get infinite weapons. but
hitting ENTER causes your plane to
land automatically!
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UTILITIES & BUSINESS I
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M e o w _ r p m
le•ue B00% 1 1 9 0 . 1 0
1 1 9 4 w o o l o  C 1 1 1 1 9
Loewe C 9 . 4 _ - 1 1 0 - 1 9
O ars Bo ma.  T1.9109_1491
Po wwo w M O O
* w i t  4 _ I R A N
S A wo r.  Pa n o wt.  I  _1321M

GRAPHICS 4 Ll13193
68ga aden T aw 1 2 2
ct o t  Tod Be r. . .  1 3 1 9 .1 0
1 1 0 .lIllT o t th012 1 2 1  SO
Root 31.94 O rd. - 1 1 2 0  10
D o w  * too  III RO 11110
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Porlio P.M  9
2
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Prowl Pe *  11 (Pot 19E2232250
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19Hti V o wn l . . . . . -1 1 9 4 1 0
1 9 . 4 . 3 . 0  Co sr_ 1 3 4 . 1 0
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1 MICROSMART MEGA DEALS! I
Halt Meg Upgrades

512K Upgrade nc. clock with
It Came From The Desert 5499

512K Upgrade Inc clock with Gold
The Realm E4999

51214 Upgrade inc clock
Dragons Lau E69.99

51204 Upgrade Inc clock with Ace E59 99
51214 Upgrade Inc CiOCk
Dungeon Master C69_99
51214 Upgrade inc. C1OCk

Manhunter 2 £69.99
teakettle M um inc mouse and rnoulte house aid

D. paint £26.00

EDUCATIONAL
Armar Bach A . .   t i l l e
hrooew * to  Swop  1 1 3 . 9 9
Crotroaor E w e . ,  PA ( 1 4  91
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O
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CUOMO) Molls. C P I *
CI o u t ,  overdo- 1 1 1 9 9
Pro  Loam 1 eloolo. - 1 1 4  19
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FfOaCh PAWN*  C O O P
Tee Kne e  I  Itodorll
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PEW Fun Sokoto 3 • 5-7 plid•  9 1  1.10
ROO Pt.. So m. 2 -7  out Olor - 4 1  ? 29
AAP. T o p *   _ 1 1 1 1 9
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At Zaa  _ O l e
K O  Book 4-2 1 3 . 1 1 9
Let loud *Moe n  1 1 1 9 9
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.
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MICRO SMART + TOP 50 CHART
Bomber Mission 3 . 9 9

Chess Champion 2 1 7 5 - - - - - - - - -C1 8 . 9 9
Codename Iceman______-_----123.99
Colonels Bequest_
Conquest of Cam e4ot-____. --1.26.99

Dragons B r e a t h _ _ _ _ _ _  _118.99
Dynasty Wars..
Emlyn Hughes Soccer
Escape from Singes Castle.. ...... . . .  -C26.99
Escape Planet or Robot Monsters---11 3.99
F-29 Retailor - - - - - C 1 6 , 9 9
lire And Bnm s tone . - - - - - - - - -C1 6 . 9 9

Hero's Quest IIMeg).. ...... -.....
Impenum.-- ..... - ..... ....... ______C16 . 99
International 3D Tennis________Cl  4.99

It Came From The Desert IlMegl.--...C1 6.99
Kick Off 2 •• World Cup________-___E1 5.99
Kings Quest A  - - C 2 2 9 9
Kies..

3 g l o o g o o _ _ _ - _ - _ - _ - 1 7 . 2 1
1

Annie, B O 4 B e . . - . _ _ _ _ t S t g

Am 1 4 e e d 1 ._ _ _ _ _ _ _ _
0
7 0
An or C h e e e - - - - - E 4  99

Berterum 2 IP a te c e l . - - - - - /7 .9 9
Dones Tile 1 - - V  99
Beast & T a t r t _ . - - - 1 1 0 4 9

Distodorych
Boteclorrlase Co o *  Kit -
E 4  9 9
5
7
3
0  
c
1
0
*
*
1

c.p.iin sox  4 9 9
Coolrolold S o o 0 0 1 _ _ - - 1 7 - 1 1 0
Cootnendo
Cornett in Loose-  - a g e
Cyteeneid 11 - E 4 . 1 0 9
Dolly Clo u t. Horse  F l o ci n g _ _ 1 9  99
Dim  Dice_
Oregon S pat..  - - E & 9 9

TITLE
40 gown'
AFT2L
Aoremene'
&tee Rogow
Captive
Celikege
LCrone Bait'
Curie of Aiwa Bondi'
003114. Tre te
Delwe Pain(
Dotson S i,.,'
M oor
ESear
Eva'
Eye ul 00. boletelor
Tiro anti d o m.  2
Ron 2 one re be e e le
Gelder
, 
A x
e '

Citelboor

H011preetd Ce &Kbe n'
Indianecioln 500'
Judge Eattkr
Kink On 11 P4•111
L i *  Or Polt
•Moen Streets'
hag 29'
leke.t J( JCS
Noe '

5T Plierk
1 6.99
14.04

Crum Sa udie _ _ _ _ _ _ -E4 1 1
DEW.*  D u x _ _
Elstt e l  99

lilanoore E t t p  K I L  e 1 2 - 9 9
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Seldre9nit O t e n e l n  E S  09
Ga.ndet

Ming

9611549onod Pobar P o p - - - _ 1 7
triootoliort

ro o d s B a c h . - - - - _ - _ _ 1 2 3 1
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L AW Sliebd

1 9 99
1990 1 6  99
18.90 1 6 9 0
18.99 1 6  99

19 go
1819 1 6  99
1599 1 6 9 9
1039 1 6 9 9
11199 1 6 0 4
1991 1 9 0 4

1699
1339 1 1 9 9

14 90
IL% i & 9 9
1 019 1 6  90
14.99 1 0 9 9
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41.99
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M S S

Last Ninja
Leisure Surt Larry E 2 6 4 9

Manchester . . .  _______El 4.99
Manhunter in San Francisco ('IMog). E l  9.99
Micineght Resistance  6 . 9 9
Midwinter. .... .......... „ _ _ _  E l  6.99
Neurorriancer  0 6 . 9 9
Operabon Thunderbott____„_____C16.99

Project&
Rainbow I s l a nds - - - „ _ _ _ _ _ _ E l  649
Red Storm R i s i n g _ _ _ - - - -  .... El 6.99
Shadow W a r r i or . - - - - - - _ _ _ _ _ E  16.99

Space Quest
Super Cars I G r e m t i n) - - - -_ _ _ _ E l  6.99
Their Finest Hour . . . . . .  -.El 999
The Plague...................._ . . . . . - . . . .  _ E l  4.99
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T.V. Sports Basketbal l . -_____ E l  4.99
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Oweetion 00 S pit - - - - B 1 9 9

Aw n i n g  M i n . -  9 9

SSoleepece C.f.  E 4 9 9
Sant Service_

San C a t y  E 1 4 , 1 1 1 1

Sot to S E N  C 4 9 9
&pit 92 g m I I   1 4 . 0 9

Spy To Spo 1 1 I 1 4 9 9

S a w  Hone O t t _
E 7 DO

The Orem_
TioStol  t e  92
'Edema 44 l i b e l
-  
1 1 . 9
9

Trammel Island Dttne ...... 9 9

19.99

6-99
1 11.119
1 A N

929
I 4.119
16.99

t9.99
15.91
1999

15 99
i 5_99
11.51
11.29

1909
1 9.99
1 999

1 999
1299

11.99
1 5•119

16.19

n e e

Trivial kn u rl  Now B o p i n _ _ _ _
-
1 5 . 9 0
TM. Swots Footba n._ _ _ _ E 1 2  04
✓HS _ E t  99

1 COMING VERY SOONIIIIIIII

SI Price 4041C4A PT.*

GAPE S A M O A
SEVISsi 1 2 9 1 0 1 1 1 -_ -
1
6 -1 9
164 1121.2 k i t
Armee,  1 1 . 1 1 1
Aae o rte r_  1 4 1 9
11•11111.,, i i  P , , k e l e  I t e e
G. * .  T ilt 2  1 4 - 1 9
Berton TO. 1 4 1 9 *  1 1 . 1 9
88043046  1 4 9 9
Ototh * A n  1 6 2 9
llootoich Delo 1 1 1 1  1 1 9

2 • 1 1 )
& K m  O lo o ro g o o  1 3 .1 9

C 1 1 o r _ _ _ - 1 1 1  99
Cl e w Co rrn o n g _ _ _ _  1 4
9 9Ca660 1 1 3 9
Co e *  O m e r-  1 1 . 1 9
Ce e rouo 1 1  1
4 4 9 1 * I V
Co ro wl  C an . *  (M AD 2419
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CoHlne
-
tt 
C o o
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. . .
. . .  
3
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1
1
9

Co92.21391._  4 1 9
Cookdoolr 1 1 9
Corry Can L I B
Crto rte l_
Bre wton  1 1 9
Dor 179* -   1 3 9
Bork C e e t u r p  ,  6 3 9
ZWil•  M o e  Con 115 111199
Douro Pent 1  5 9 . 1 9
Denat n a t e 1 0 6  9 0 . N
Neat Print
Ekren Pre d u clo n  1 1 1 1 1 1
O11... Mo o  a  1 1 3 1 1
Dropute Loo 2  2 1 . 1 9
1 . 4 •1 / 1  • • • • • • • • . . . , • • • • • • • • • .
1
5 • 1 0
Cro p *  S p o l t . _ -  1 2.147
Drape . B r o o l l y _  21.19
Dropout lo r
Orogen. CI
Orallion - 2 1 1 9
Burgeon lath e  1 9 9 1 1
Durtoon * N W  9 9 1 9 .--7 .9 2
Dorgoee 16019r1411kok-119
113poolo 1 6 3 9
Lorton Ono. 1 1 1 9

1 4 . 1 9
Emir Hughol. - . 1 3 - 1 9
U w e * .  Rabe  M ye lin

1119
175 0 4 1 9 *  PIK__ 1 1 9 2
1.19 2499111 NO W 1  919
129 9 1 1 . 1 2 9 1 0  1 4 1 9
Foam  I t *
flOod 1 1 . 1 .  E 5 4 - 1 3 1 9
1
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-
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1  
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t o o .  ForovAi 1 ,
•  
1 9 9 3
55400.950004 1 6 2 9
FREW T ro l l _  . 1 3 2 9
• Disk 1 3 3 9 1 9 . 0 . _ _ I l l l
fir Dirt 3 2 9
laate ll M ao *  1 . 1 6
torrie ll kromojer 2 9 7 1 1 1
1
1 .1 1 .1 9
leorborla Of I *  Um 2 .- .1119
Nam  Vil58
6 
1 6
.
1 9

004g40011
8
6
11e4111 ond 0 *4 1 0 4 .--1 3 .1 3 1
O h o . rol C h M , -  4 *
Beare P61 C a T t e  
4 9 9B r o o t o  1 1 . 9 9

NOV 0 9 9 9 9 - 1 1 1 9
Bum 1 1 . 1 5 1  4 1 9
• 1
1
9 9
9 1

9119
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e
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e  
4
l
u
d
e
•  
1
4
.
1
4
1

kocootorrolo  1 1 9 0
Per I vo r A c l o e  .  1 MG
Per Aeon A t e o l e l t *
Otortd.oi  1 4 9 1 1

C000p 1 1 9 9
kw Loot   1 1 9 9
e we *  . . . . .
Jack N t h . *  lobo Co m a

I l l
lock Nerkloul Gu l t_  _ 1 1 1 2
7ook kleotIon Lhoelle:

- K w *  4 .o l0 0 n .- 1 6 .1 4 1
K Wool 1.134, Hot 99114-919
Kett Teo 1 1 1 9 1  1 4 3 9
Aro n . ,  A p p o r s o h  
1 4 . 1 16 1 0 9
0 0   
1
1
1
9

Keit 0 9  1 . . . . .
O ki Ott Wm  1 1 1 4 . - - 7  Pt
kW Be e n _ _  1 6 . 1 9
kied Wroth 2  K I 9
9 0
9 1  
C
U
P
P  
4
-
-  
2
1
0
5

Ko w O we  7 rIg9 9 .--2 6 ,1 1 1
1 1 .3 _  1 1 *

1 THE ULTIMATE COLLECTION
0el55t CO The Copstilton *
12319sioat4
L49921 tort Lon) 2 ----.2 1 1  91
Lome, Sta 1.6ap I S *
we t ke r.  - 8 a 8 • •  1600
Liatont PAC Ro l l t_ --1 4  99
Lou,,  1 E 9 1
L W Pah *  - 1
W i r t .  I t  92
kle re tosto L K  1 6
4 1Marivpior00444 UHL _  2 1 EH
Mat94ret9 0400 O t0 1 ._  6 2 9
11991.19 to So, * in tim.

1191
M iro .  O P
PAEnttoso S a r a , -  14 EH
54310104 1 2 4 9 9 2 .9 _ 1 1 1
% O O P *  1 5
2 0Noe Ko le *  l io rp  1 1 1 1 P 1
Mo . kro l. - I S  91
WW1  WI rrNi f •  1 3 9 4
Nor" toot 9 2 4 / 1 2 ,  1 6 9 9
Gro o n i. Thoe kortio t_  1 0
9 0Opethen ( t o
PsEseboi - 1 2  91
P t i o r r o o d a  1 1 1 1 2 1
PIRA*   1 5
9 1Pl I t i o u l p o r  1 2  01
PO N C 0 0 0 t  
1 6 3 9Preto Cold  12 NM  1999-119
Poke  O NO  2  . 1 6  91
Protium 1 6 3 9
P0 • 1 6 3 .  • • • • • •  L AM _ _  710
P000rdestoo
ProwlOg - 1 1 9 1
P ro c. .  1 1 . 1 9 1 - 1 1 1
Pro Torpor Tour 1 6 9 9
Bottom 4 1 a t o e  1 6
Pod Stow. 2 1 1 1 1 o 9  1 1 1
Plocoulon 9 9 1 . . . - - 1 6
Be rko*  1 6  91
Fick C l o 0 t o r t i n - 1 5  91
1
1
1
.   
1
3  
9
1

%rio t Ammer a_ 1 1 9 1
IlLo Tim Go o rt l i t _ _ _  15 91
Ri f Pomo  1 4  24
S Drool • 2  1 4
3
4  
O W L -  
9 9

S RO *  A w n . ,  _ _ I t  91
W W I  0411.. N W _  I t 91
51.9. Co he atom 3 - a f t
Slu n g . 214 - 1 4 . 1
eeknoll 1 2 1 1
Kate  'gm Up Coo 1 1 1 1  1 9
541011  1 9 3 1
SI.  CB/ T wain  - 1 3 *
Silromen _ -  16 91
Sloopeq Gods 1 4 - - - . 1 4  91
SPOur M 4 _ _ _ _ 2 6  91
Spool Cknol
W m .  Border 2 - - 1 3  91
Ster teols 7 4 0 5 g . -----1 6  91
Stre AWL_   1 6 3 9
$00' FIqS4 Mot 1 1 9 *  1 2 9
tbst DM .  1 . -  1 4 1 9
Senior . .  1 4 4 9
Sto t Car Raw 1 5  tit
Sistonoo_ 1 2 0 5
Sticareal •
So to*  T o 1 4 1 0 1  1 6 2 9
Saone or T wice  Hol Ikkok

9
1
0

*on Woo 2_ M N /
TPA 0
9
.  
2  
W
W
I  
0 1
0 1
- .
1 1
.
1 9

tic - . 1 • 1 0
Cprioo_ _  1 1 6 6

111.7 e t t i o n 4 ,  1 1 . 9 9
•  1
1
1 4
9 *  
I S
*

O r e l e t  1 1 9
Ile  P 1 . g e o  1 6
"lootroorieloo-
Teo klo cro me - -1 4 9 4
Trockrool I h r o p p ,  1  219
Toon* A 0 0 n s W  1 3  99
t441791 2  1 1 1 9
Lobo
TV l o o d o l l i n e l o l  1 1 1 1
IN Fowls 1 9 *
Ton World_ I l l s

1 4 *
LOA Scre w% 1 1
1
9 4
1 • •  + 6
L.Protocooliol 1
3 9I m m o * I l l s
2 who 1 3 9 9

1 5 9 4
Wore  Go al *  I4 .0 o l....1 4  19
•  5 1 1 o 4 4 k . - 1 6
laoutoortio I S  IS
I
O
W 
1
1
1
9
1
6
1
1
1
1
1
2
-

Zoo*   1 6  19

1 ACCESSORIES 1
40 Lockable Disc Box. -  -  E 5 1 9
80 Lockable Disc £ 7 . 9 9
Amiga 4 Kayer Adaptor   £ 7 . 9 9
Armor. 500 Dust Cover- ...
Boo 19 Bulk Discs.  . . . . . .  . . . -E6.99
Boo 10 Sony Branded Discs--
Cheetah 125+ _
Commodore 108$ Stereo Mondor___E24949
Contneer Mouse
Cumana External Drive_  . . . . . . . . . .  ..E69.99
Disc Cleaning Ki t__    E a  99
Mouse House  E 3 . 9 9
Mouse Mat . . . . .  - _ _ _ _ E 3 . 9 9
Neksha M o u s e _  • . E 2 6 . 0 0
Navigaior with . . . . . .  _00.99
Pr o 5903   C 1 2  99
Doocktoy J e t t g h t e o - - -  E 1 2 . 9 9
Speediung with Autofire__________E9.99



Amiga A600 Screen Gems Pack
£399 inc VAT & Next day courier

Screen Gems Pack Includes:
Amiga A500 512K keyboard with built in 1 meg

disk drive • Free TV Modulator worth E24.99
allowing you to use the Amiga with a normal TV
•  Joystick, mouse mat + 10 blank disks, mouse
• mains plug •  Amiga basic, Amiga extra's 13

workbench 13 PLUS Amiga step by step tutorial
•  With a further tour new releases .  Shadow
Beast II, Back to the Future II, Nightbreed and

Days of Thunder

AMIGA A500 CLASS OF
THE 1990's BUSINESS +

EDUCATIONAL PACK
E499.00 inc VAT & next day

courier

FEATURES
Amiga A500 n i  Modulator s Midi Interface-

Sof tware' Kind Words 11 wordproc 'or • Page
Setter DI P *  Super Base Personal Database s
Maxplan 500 spreadsheet • Amiga Logo BBC

Emulator Deluxe Paint l l  •  Mouse mat 10
Blank Disks and disk wallet

MONITORS
Commodore Amiga A1084 Stereo

Monitor Inc lead   E 2 6 9 . 0 0

Phillips CM8833 stereo colour monitor
inc lead for ST or Amiga E 2 5 9 . 0 0

4096 coloured stereo monitor with first
class reproduction including leads for

ST & Amiga   E 2 5 9 . 0 0

TITLE

MAIL ORDER

COMP

TOTAL COST E  :

0908 564369
Amiga A500 Screen Gems Pack
0 9 9  inc VAT & Next day courier

Screen Gems Pack Includes:
Amiga A500 512K keyboard with built in 1 meg

disk drives  Free TV Modulator worth E24.99
allowing you to use the Amiga with a normal TV
•  10 free games PLUS software has a potential
rrp of E200 • Joystick, mouse mat + 10 blank

disks, mouse + mains plug •  Amiga basic,
Amiga extra's 13 workbench 13 PLUS Amiga
step by step tutorial S With a further tour new

releases 5 Shadow Beast II, Back to the Future
II, Nightbreed and Days of Thunder

AMIGA A500 SOUND & VISION PACK
E399 inc VAT & next day courier

Bat Games Pack includes: 10 tree games inc
Blasteroids, Wizball, Menace, Buggy B o y
.Amiga A500 512K keyboard with built  In 1
Megabyte Disk Drive. •  Free TV Modulator
worth £24.99 allowing you to use the Amiga
with a normal TV • Deluxe Paint 11 Graphics

Package • Shadow of Beast It horizontal
scrolling games software B a c k  to the future
fi lm action software*  Nightbreed state of the
art graphical arcade action s Free joystick,

mouse mat and 10 blank disks • Amiga Basic
Amiga Extras 1.3 Workbench 1,3 PLUS the

Amiga Step by Step Tutonai •  All leads manuals
PLUS Mouse and Mainsplug • PLUS Days of
Thunder serious fast action games software

Naksha Mouse — Quality
micro switched, accurate
Amiga ST OR Amstrad PC

Mouse

Contriver Mouse T h e
perfect direct replacement
mouse for the ST or Amiga

0908-564369
MICROSMART 24HR HOTLINE (24HRS) TELEPHONE 0908 564369.

PRICE

Amiga A500 Screen Gems Pack
0 9 9  inc VAT & Next day courier

Screen Gems Pack Includes:

Amiga A500 512K keyboard with built in 1 meg
disk drives  Free TV Modulator worth E24,99

allowing you to use the Amiga with a normal TV
•  10 free games PLUS software has a potential
rrp of E200 • Joystick, mouse mat + 10 blank

disks, mouse + mains plug I  Amiga basic,
Amiga extra's 13 workbench 13 PLUS Amiga
step by step tutorials  With a further four new

releases • Shadow Beast II, Back to the Future
II, Nightbreed and Days of Thunder.  PLUS

Second to none graphical pictures with 4096
colours and stereo sound including lead for the
ST or Amiga. £599 inc VAT + next day courier

HALF MEGS — Quality four
chip ram board with

complete utility disk support
with software on/off switch.

AMIGA + ST DRIVES — A
powerful 880K formatted

drive with an external on/off
switch, anti clicking and

daisy chain facility

PRINTERS
Star LC24 1024 Pin incl lead ST/

Amiga E 2 4 9 . 0 0

Star LC10 including lead for ST/
Amiga 0 6 9 . 0 0

Star LC10 colour including interface
lead for ST/Amiga £ 2 1 9 . 0 0

LC10 — The most po:ular letter
quality printer on the market only
E219.00 with all Amiga + ST leads

Have you ordered from us before? Y E S  N O

NAME:
ADDRESS •

TEL NO:
Please send this to Microsman, 125 High St, Stony Stratford,

Milton Keynes. MK11 1AT
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g Just what a game should be: looks good, 1!
sounds good, and plays like a dream.

The 3 0  vector graphics SySteM is
Si i i i i i le re  l e a l a r e e  S O W  fi l l e d  3 0

graphic' with  shadows and light
Intensity surfaces. The system allows
solid and whe ts
-
a rm 
s u r f a c e
s  
t o  
b e  
t r i m
l y

mired, Stipple and transparent:semi-
tryersparent surfaces me also employed.

The game code rum ep to IS2 non player objects on
Me map. The Ramo cycle rate sod Me view cycle ate
independent so that game time can be kept more ror less
Constant even if the display rale is slowed deem

Special explosion effects are achieved ming a highly
'Mcleod particle controller that individually mores up to
100 particles. Definitely a game Mai goes with a bang!

SimuJere m a  a pad-based reap simile, to
Virus but Mclean 'inane squares
introdeclog ground-based
and flight action

Sy.
,t_trging on

awe, e .  conjuring up
immeolate comparisons with the classic Virus,
Your SRV rotates 360 degrees and can fly or
drive, The roialbn and shading are excellent
and the game has a great fueling of speed.
Barite is last and furious and you can power up
the SRV with loads of goodies including speed-
ups, rat! -  3nd forget missiles, !ape'
dislai s ,  shields, and extra lives

A D V E R T I S E M E N T

Chris Morley, ACE, October 1990

By Glattgaid

MICROSTYLE hurl you into the
computer war of the future
and produce a red hot 3D

shoot-em-up as an
incentive...

Cyterscape rules in the far future where ever
war is played out inside massive computer
s;mutators. A particularly unpleasant virus has.
however, had the effect of projecting the
'That into The real world and as a result you
, tt lordes of bloodthirsty simulcraft pilots

wreaking havoc all over the place. Your objective is
to enter the 'battle matrix' and destroy the other
craft as well as the matrix itself.

You control a sophisticated Suface
Reconnaissance Vehicle (SRV) with swing wings
that give it limited flight capabilities, You drive your
SRV around the Intik encountering every so
often a thin red line that denotes an energy barrier
beyond which you cannot pass You must then
i x &  the relevant energy projector and destroy it,

tit rt •,t, !t it  the barrier and allow you to proceed,

. o r o w n o t a r e
b n

To add variety tD an already excillog
germ, W a n t *  have thrum in a wide
variety of enemies. First. and most
common, aro the laser turrets that
slowly sweep in a comphete circle lentil
they lock onto yes. whereupon they the

viclenly.l a v e  ground and air attack Grill,  tacit at
jeeps a id  small iambs, r it e  b le e d the walinveye,
thankfully seeding only Doe shot ID kill. Them yew reach
the megadeals -  these tam only be killed with missiles,
bet when shot ecologic in the most satisfactory ergo yet,
by first electing the gun turret and then collapsing in on
thernsehres with a lerrtlic sound effect_

Threughout the game you also have access to a map
screen for strategic planning -  tied there's also a meal

ene ie t
-
up 
t h a
t  
g i
v e
s  
p
i
e  
O
a
r
t  
t
a
n
.
*

mapping:leder facilities wills
vov•rr

The
result is a fast
paced 30 shool-em-Jp
that is slightly similar to Resolution 101 in
ganeplay terms but blends in elements of
Falcon and Virus as well. In addition, the grid
construction introduces a maze element.
Sound elects are superb and add to the
sensation of speed. There's also a wonderful
intro sequence.

Just what a game should be: looks good,
sounds good, and plays like a dream.

Here at MicroStyle we couldn't think of anything
more to add to Chris Morleys' review for Octobers

edition of Ace.

RELEASE D E T A I L S
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All excerpts quoted by kind permission of Ace



ames
Pond:

.Underwater Agent
Vectordean has created the cutest and
wettest secret agent ever. Laurence
Sc o t
-
l o rd  
t r i
e s  
t
o  
e
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n  
h
i
s  
l
i
c
e
n
c
e  
t
o  
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THERE'S SOMETHING fi shy going on in the world 's  seas.
The s ole-les s  inhab it ant s  o f  d r y  la n d  a re  pu t t ing  t h e
environment at risk and only  James Pond, Underwater
Agent, can put them in their plaice. So, putting his trust in
cod, plugging in his herring aid and humming a tuna two,
James sets out to save the seas 12 t imes in a roe.

Pond's orders are to go Out into the wide ocean and fight
to thefin-ish with the enemies of sea-kind who have caused
all manner of havoc from pollut ion to seal abduction. Each
mission mus t  be completed before he can embark on
another, but by returning home he can pick up all sorts of
useful gadgets to help him.

James' only defence is to blow bubbles at the mutated
creatures ready to attack him at every turn. The slightest
contact with any of these and he will need the attention of a
sturgeon. No problem though, Pond is so tough he can
make even a whale blubber.

To complete his missions Pond has to spend some time
on dry land, where he tackles even more formidable foes
before plunging back into the ocean to once again give
porpoise to marine life.

THE ONE

BY RETURNING down the pipe he emerged from when he began the level James can
gel home . He re  he  ca n put on a ny spe cia l obje cts he  might re quire  for the  curre nt
mission,  like  the  goldfish bowl for the  se e l re scue  or the  torch for the  Atla ntis mission.

T H I N G S  T O  S E E  I N  T H E  S E A  J UST WHAT the doctor ordered for prospective Underwater Agents

JAMES POND
THE ONL Y
underwater agent
with a licence to
bubble.

101 MOST OF THE
missions Ja me s is

required to move
horns like  dyna mite

or toxic wa ste
canisters. This can

be a laborious
proce ss since  he

can on ly ca rry one
Item a t a  time  i n

other missions he
has to le a d

afflicted see
creatures to sa fe ty.

ESKIMO
THE LAST man on
Earth with a Parka

POLAR BEAR
BIG, bold, and very,
very co ld

DOG FISH
DON'T get collared
by this doggie
paddler
.
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TURTLE
NEITHER a  t w o
nor teenage

ON EVERY
MISSION there are
secret rooms to be

found. These
contain either

bonuses, like  the
one se e n here,  o r a

colle ction o f
pa rticula rly na sty

sea monsters.
Trouble is, James

only has a short
amount of time to

spend in each
secret room.

JAMES POND: UNDERWATER AGENT
features some  of the  cutest,  most
colourful gra phics se e n for some  time ,
and ple nty of fra ntic a ction to b o o t

LAGER LOUT
THE IVACO Lads on
holiday

CAP'N HOOK'S
GHOST
THE ORIGINAL
shocking spiritual
seaman

_PAN,
A t 103alazaw

suit

JAMES
POND:
UNDERWATER
AGENT
Vector'dean
And Millennium

AM1Ge
PRICE f 2 4  99
OUT N o w
GRAPHICS 9 3 %
SOUND 8 8 %
PlAYABILITY 87%
VALUE 8 0 %

OVERALL
86%
PRICE t 2 4  99
OUT N o w

IBM PC AND
COMPATIBLES
N/A

1.111111111111i
DIVER
WILY wa lly in a  wet
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TAKE T OO LONG

completing a
mission a nd you
are plagued b y a

'Hurry U p '
creature who looks
something like  the
aquatic equive lent
of Columba . This

little  guy in  a  d irty
ra incoat follows

James a round a nd
tries to dra in h is

energy.

IN SOM E
MISSIONS Ja me s
has to  take  to dry
land. He  ca n spe nd
a short t ime  out of
the wa te r but if  he
sla ys loo  long he
starts losing
energy. Care ful
timing is of the
essence .
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AQUATIC ANECDOTES
FIVE fishy things to tickle your palate.
AN OR GAN  posse sse d by fi sh but not b y
any other crea ture  is the  swim  bladder.
This is an Internal sa c tha t provide s the

fish with buoya nt lift,

THE D EPTH S of  the  oce a ns a re  the  la st
places on Ea rth ye t to be  e xplore d b y

man. I t 's thought lia e ly tha t the  deepest
ocean tre nche s conta in spe cie s we  ha ve

yet to come  a cross.

FISH AR E among the  olde st ide forms on
Earth. Ja wle ss fish first  appeared in  the

Palaeozoic Era  ove r 400 million ye a rs a go
(man ha s on ly been on the  sce ne  for two

million ye a rs).

SEVENTY-ONE pe r ce nt of  the  Ea rth's
surface is cove re d b y water. The  Pa cific

Ocean a lone  cove rs 33  pe r cent o f  the
world's surfa ce .

THE D EEPEST pa rt of the  ocean is the
Challenger Deep, pa rt of the  M arina

Trench. Th is is 11.022 me tre s be low the
surface (a lmost se ve n mile s). By

Comparison, the  summit of M ount Eve re st
is only 8A411 metres a bove  se a  le ve l.

Co

en
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A FISHY TALE
VECTORDEAN'S
Chris Sorre ll began
work on James
Pond ba ck in April of
this year. 1  thought
it woutd be  nice to
do a  cute  game with
a green aspect,
without being too
heavy about it,  h e
says. I t  began lite
as Guppy because
the main character
looked like  one.
Millennium then
came up with the
Bond idea

Pond wa s put
together on
Vectordean's Mega
ST using H isolts
DevPac, while  the
Rainbow
Islands-inspired
graphics were
created with DPa int
Ill C hris thought
that Rainbow wa s
nice and simple  but
a bit too bland. H e
wanted to do
something simila r
but with more detail
and a  lot of humour.

Chris will probably
be involved in any
console
development of
James Pond, but
beyond that he
hopes to start work
on a  game inspired
by the  film Alie ns.
And how about a
sequel to James
Pond? Yes,  it 's
almost a  certainty
that the little  fe llow
will be  making a
repeat appearance
belore too long

James Pond is one of the cutest games ever
seen. The animation of James and the other
creatures is superb and often amusing. The
action is essentially 'of thecollect the objects

to escape the level while avoiding
adversaries' variety. Secret rooms and variations on the
basic theme (like leading beleaguered fish and seals to
safety) add to the appeal. And four different ditties or
suitably s i l l y  s ound ef fects he lp  jo l ly  a long t he
proceedings. The difficulty level is just about right to
start with but some of the later missions require some
pretty impressive joystick juggling and wil l  probably
need several attempts to complete. James Pond won't
hold your aftentiononceall 12 missions are successfully

mpleted, but for a few weeks at least you should be
hooked,

The ST version looks nearasdammit iden-
tical to what's seen here. And it  plays the
same t oo.  There are s ome soundtrack
differences, but otherwise it 's every bit  as

tertaining.

There are no plans  at  present f or a PC
version, Whether or not it does eventually
make it will depend on the reception the first
two versions get.
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YOUR OWN WORST NIGHTMARE . . .
From Psygnosis. Impelling RPG with more than a dash of hack-'n'-slash.
You re in the depths of your OW worst nightmare b u t  this time there s no
waking up
Lost and atone in a dancierous ant:l alien wand you must clisco•er vinere
ara how you got nere a n d  how you re going to get out'
In a frantic search of the unfamiliar land you exok,re aMAZErio
forests, mines ana underground comotexes coltecting
oo.e•rs and steeracting with incligenclus creatures

-  r r i  to daylight you race atOng
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BLOCKBUSTERS
DID YOU KNOW

just how useful
the word 'block'

i
s 
I
I  
c
a
n 
m
e
a
n

A solid piece or
wood, stone . Or

metal for chopping.
A de vice  for

mounting horse s.
A support on which

people a re
beheaded.

A la rge  building
with office s or

Hots.
A group of

buildings bounded
by stre e ts.An obstruction

Mental resistance
A se ction of  se a ts.
A group of sha re s.
A pie ce  of wood or
metal engraved for

printing.
A pulle y mounte d

in a  ca se .
And ma ny more !

108 e
REVIEW

PUZZNIC
Ocean

ATARI ST
PRICE E 2 4  99
OUT December
GRAPHICS 6 5 %
SOUND 6 0 %
PLAYABILITY 90%
VALUE 8 5 %

OVERALL

8 8 c y
oAMI GA
PRICE f 2 4 , 9 9
OUT December

IBM PC AND
COMPATIBLES
N/A

Laurence Scottord takes a look at
Taito's chip off the old block...

TETRIS has Locome something of a household name and
has been the inspiration for a whole host of other puzzlers.
including Max, PipeMania, Atomix and Plotting. Now we
have Puzznic,

No one seems to be particularly bothered by this trend,
but why shouldthey be? Games of thistype more often than
not have a high degree of playability that is too frequently
absent in audio-visual extravaganzas. Puzznic certainly
lives up to this expectation. It, like Ocean's previous puzzle
release, Plotting, began life as a Taito coin-op.

The basic idea is to eliminate blocks by matching up their
patterns in horizontal or vertical lines before your time runs
out. I t  sounds easy enough, but  when you have odd
numbers of blocks with their motion impeded by moving
platforms or solid walls then matching them up becomes a
little trickier.

Having played through the first set of easy puzzlesyou are
giventheopt ion of playing one of twoor more differentsets,
so if you become stuck on one particular puzzle you won't
necessarily be prevented f rom progressing.

THIS EAR LY le ve l looks quite  simple  a n d ,  indeed,  most
people should ha ve  no trouble  in  comple ting it . A  bit  of thought
however will show tha t there  a re  some  e xtra  points to be
gained like  th is- .

. . . . . . . .
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FIRST C LEAR  the
way by moving the
ye llow dia mond
onto it s pa rtne r.

NOW D R OP the
red ba ll into pla ce
to cle a r a ll three  of
them a l once

HERE'S the
important b it : slide
the blue  K a cross

NOW ALL you ha ve
to d o  is drop the
block with  the
cube ne xt I t s
partner and the
whole se t-up
topples like
dominoes le a ving
you with a  huge
score!
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THE VER Y FIRST scre e n wouldn't be  much of  a  cha lle nge  to a
smart five -ye a r o ld; lust  ma tch up the  e a sily a cce ssible  pa irs in
a fe w se conds a nd it 's done . Don't le t th is lu ll you into a  se nse
of fa lse  se curity though. The  la te r le ve ls a re  frustra ting In the
extreme.

AS YOU ge t furthe r Into the  game things
start hotting up with moving b locks a nd
more obsta cle s to  contend with- So . a s
well a s e xe rcising the  old gre y ma tte r in
working out how to solve  a  scre e n you
also have  to ca ll on your a rca de  skills
you a re  to survive .

ONCE you comple te  the  Initia l wa rm-up
stage you ca n choose  a  route  (OtitRur
style ) through the  re ma ining sta ge s. Ea ch
stage conta ins four le ve ls,  so  to comple te
a game  you must pla y a  tota l of  32  le vils.

Puzznic is a sort  of  cross between Taito's
previous puzzler, Plotting lin which you had
to eliminata blocks by firing at them with a
block carry ing t he  s ame pat tern),  a n d

Thalion'sAtomix (molecules are constructed by placing
individual atoms in the right place). And just like those
two, Puzznic has that elusive 'one more go' quality. Also
like Plotting. Puzznic works on two levels. You can begin
by simply aiming to complete each stage, and once you
have discovered a basic solution you can go back and try
to maximise your score by eliminat ing several blocks
simultaneously. Beginners will be able to play through
enough levels to keep their interest high, and with 130
screens on offer there's plenty of challenging fun to be
had.

Puzznic will have Amiga owners burning the
midnight  oil, too, although they won't notice
any differences in the presentation.
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11 t h i s  one, just as theydid with Plotting. This is
a shame as it would work well even on slow
machines with monochrome video.
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MEAN•UGLY*DIRTYgSPOR
Experience MUDS, the
ultimate sporting event for
all tacticians, managers,
coaches and roughnecks.
Lead a team of 13 condem-
ned comptdsary players

0  19S3 RAINBOW

As a manager you look alter e  team
the cities you visit, pay for drinks and
opponent.

As a coach you train your team in the best strategies,
tactics and fighting-moves to throw the other team on their
backs.

DisTRIBUTED IN THE UK BY S O F
-
M O L D

7-8 BURNHAM TRADING ESTATE LAWSON ROAD. DARTF)RD. KENT. DM 5BH
TEL 0322 92513/18 F A X  0322 93422

ye ,  batO ,  foul, t a c k l e ,  bite,
fight your way through the toughest sports-

er on a computer screen.

16 cities, o  visit, each presenting different challenge.
16 alien races, each with their own characteristics.
1 or 2 players, team mode or against each other
easy to use mouse and Joystick control
Outrageously funny manual with lots of tips!
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LOTUS
ESPRIT
TURBO
CHALLENGE
Magnetic
Fields And
Gremlin
Graphics

AMIGA
PRICE E 2 4 . 9 9
OUT N o w
GRAPHICS 8 6 %
SOUND 8 0 %
PLAYABILITY 91%1
VALUE 8 5 %

OVERALL

89c
1
/0
ATARI S.
PRICE E 2 4  99
OUT N o w

IBM PC AND
COMPATIBLES
PRICE T B A
OUT 1 9 9 1

THE ONE

r

THE UL TIM ATE f a sh io n  a cce sso ry— I t s
lean, i t ' s  mean a n d  i t ' s a  lo t  f aste r than
your average m in i. Ap a rt  f ro m  t h e  m o u se
wh ich  co m e s w it h  co m p u lso ry au tom a t ic
t ransm ission ,  the re  a re  t wo  d if fe ren t
jo yst ick co n t ro l m e t h o d s t o  ch o o se  f rom ,
it a l l  depends whe the r yo u  p re fe r u sin g
the l ire  bu t ton  t o  acce le ra te  o r ch a n g e
gear. I n  b o th  ca se s co m p u te rise d
gear-change is  op t iona l.

Lotus Esprit

IS I T  l ike ly tha t  a  t e rro r o f  t h e  t ra ck w o u ld
brave th e  w o r ld ' s m o st  d a n g e ro u s circu it s
without  a n  in -ca r st e re o ?  M c w a y. He 'd
o b vio u sly p ick  a  m o d e l ra t h e r l ike  t h is o n e

wh ich  co m e s p a cka g e d  w it h  f o u r
d if ferent  t u n e s t o  ro ck,  ro l l  a n d  r ip  u p  th e
t rack t o .

DEPENDING o n
wh ich  d if fi cu lt y

level yo u  p ick the re
are fi ve ,  10  o r  15

races t o  ru n  in  o n e
sit t ing . Yo u r  p la ce

on t h e  g r id  i s
determined b y th e

posit ion  yo u
ach ieved in  t h e  la st

race, re ve rse d : i f
you ca m e  fi rst  yo u

begin th e  n e xt
round ra the r m o re

modest ly in  20 th
place.

p r i m s i s
.

a g a r '  4 .
•  1 4  
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Kati Hamza burns rubber with Grem-
lin's racy racer.
NIJEL Mainsail Mickey Louder. James Haunt.The names of
the greatest heroes o f  t he grand prix  c ircuit  -are on
everybody's lips. They have won hundreds of races and set
the world's fastest track records in return for fame, fortune
and sponsorship. But there's one prizethateven these great
rubber-burning giants would swap all their trophies for: a
Lotus Licence.

To get itthey have to master 32 tracks worldwide. And it's
not enough justtotinish the race. They must make it into the
top 10 every time if they don't want to be disqualified. As the
season starts everybody's laying their bets. Will Ayrton
Sendup beat Alain Phosphate for the championship yet
again?

Not if  you can help it...Turbo CI

THERE a re  d ist in ct
advantages t o
p laying  in
two-p layer m o d e .
On ly o n e  h a s t o
make i i  in t o  th e
lu cky t o p  10 f o r
both o f  yo u  t o  ru n
the n e xt  ra ce . So ,  I f
you lo se  yo u r
concentra t ion  f o r  a
coup le  o f  se co n d s
it d o e sn ' t  mean
that the  wh o le
se a so n s d o wn  th e
pan.

EACH OF t h e  32 in te rna t iona l lo ca t io n s
has it s o w n  d ist in ct ive  sce n e ry t r e e s  f o r
the n o rt h  a n d  su n n y p la in s f o r  t h e  so u t h .
Most a re  kit t e d  o u t  w it h  a  se le ct io n  o f
hazards: ro a d wo rks,  r o cks o n  t h e  road  o r
o il-slicks,

YEL L OW sp a n n e r
sig n s b y the  sid e
of t h e  ro a d  mean

you a re  a lm o st
level w it h  th e  p it s.
Some circu it s a re

too lo n g  f o r  a
sing le  f u e l tank,  so

you h a ve  t o  re fi ll.
Tim ing  is  cru cia l.

The lo n g e r yo u
spend g e t t in g  f u e l

you w o n t  need,
the m o re  ch a n ce

you h a ve  o f  b e in g
caught.
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There are two factors no race game can do
without: realis t ic  3 D  a n d  t ough t rac k
designs. Lotus Esprit Turbo Challenge has
both. The first thing you notice is how well

the hills, bends and obstacles twist and turn. There's no
on-screen circuit map because you don't  need one
trackside pointers give you all the information you need
to anticipate problems  well i n  advance, The 3D is
smooth and fast,  and t he controls  are c risp and
responsive. But what makes Lotus so much fun to play
are the imaginat ive track designs. Al l  those hairpin
bends, lethal chicanes. oil patches, barriers a nd rockfalls
give the circuits extra bite. The only th ing it could do with
is a litt le extra presentation: the front end is polished,
with Lotus technical screens and a choice o f  f our
on-t rack tunes, but when you compete with the world's
best it would be nice to have extra atmosphere (such as
track layouts/ and the option to save your records to disk.
Even without them, it all adds up to a slick, technically
impressive package. One of the best driving games of
the year,

ST
PC

In terms of  speed, sound and gameplay
there should be no appreciable difference
between the ST and the Amiga versions,
though the screen size has been reduced a

Gremlin is planning to release a PC version
some t ime next year but  there are no fi rm
details as yet.

challenge

WALKER
BALLS
MURRAY Walker,
racing's favourite
commentator, is
renowned for his
ability to turn
language into
incomprehensible
mush. Here are a
few of Murray's
gems._
-
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tension with a
cricket slump."
"HE'S IN front of
everyone in this
race except for the
two in front of
him."

"...INTO lap 53, the
penultimate last
lap but one,,,"
-
T
H
E 
B
A
T
T
L
E 
i
s

well and truly on if
It wasn't on beton),
and it certainly
we s."

-
H
E
'
S 
W
A
T
C
H
I
N
G

us from hospital
with  h is  in ju re d
knee."

"IT LOOKS like
adrenalin is a good
disinfectant.
-"WARWICK has
overtaken Alan
Jones and, in the
process,  m o ve d  u p
a place."
-
A
N
D 
N
E
L
S
O
N

Piquet must be
furious with
h imse lf  in sid e  h is
he lmet!"

NZ
GRAND PRIX CIRCUIT"'
Fighi rush hour traffic with the
worid's fastest commuters,
Slither and slide through the

corners of glamorous Monaco,
blast down the straightways of
Germany and snarl through

the tunnels of Japan. Uninhibited
speed. Unchained exhilaratine, it
can only be found on the Grand

Prix Circuit.

4TH & INCHES"'
It's time to start !mein' heads

with the big boys.
Winning at 4th & Inches will take
all the speed. stamina and guts of
a top quarterback and the tactical
genius of a veteran head coach.
Remember this is the big time.

this is real American Football, this
is 4th Inches.

FAST BREAKTM
Basketball action so lifelike

you can almost feel the elbows
and floor burns!

Fast Break is coniputer basketball
with three•orethree full court play
where you work out the team

strategy.
Hear the sneakers bite the court,
Shot's Up. Oil the iron! Retwaind.

Fast Break!

The best in entertainment software'.

BLUE ANGELS"'
Strap in, lower the canopy,

everything you've experienced
In flight simulation is about to

lake a 360 degree roil
Piercing the clouds on a wing

and a prayer. performing
precision manoeuvres that defy
the laws of physics. you will bea

legend of the sky.
Blue Angels - Fly where only

angels dam
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Some people jus t can't help acting on impulse... So what are you waiting for! Subscribe to The One, For  E24,
anyone in the UK can have The One delivered to their  door, once a month for  a year. The equivalent service for

Europe costs  E33 (Letter  Mail) or  E42 (Surface Mail). Air  Mail delivery to The Rest Of The World costs E52. Send
Cheques, Postal or  Money Orders to: The One Subscriptions, PO Box 500, Leicester LE99 OAA, Alternatively,

Credit Card Owners can use the Subscriptions Hotline on (0858)  410888. Subscription Enquiries are answered on
(0858) 410510,

FULFILMENT. ALAN WELLS INTERNATIONAL. MEMBERUNE HOUSE, FARNOON ROAD. MAHKET HARBOROUGH. LEICESTER LEIB 9NR
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A SIMULATION OF POWER
POLITICS AND GLOBAL WARFARE

PLATO: AN
EXCITING RANGE
OF STRATEGY
GAMES FROM:

•
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IMPRESSIONS
RIVERBANK HOUSE
PUTNEY BRIDGE APPROACH
LONDON SW6 3JD
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INTELLIGENCE INDICATES -
MEMBERS OF ENEMY
HI- COMMAND ON CRUISER
NEAR NORTH ISLAND.
MIDDLE EAST

YOUR MISSION... SINK THE
ENEMY CRUISER.

y ou WANT A REVOLUTION?...
...YOU'VE GOT IT..!

ROTOSCAPE combines the colourful
detail of large sprites with the complete

freedom to move around a background
of polygon constructed landscapes.

'. W a t c h  in amazement as this detailed
background 2001nS, scrolls and rotates
. t h ro u g h  360 around you, giving an

Incredibly lifelike feel to the game.

Scrota 1.1sem ban Mail I t mum

'Operative liecran I f f a l
US GOLD LTD

Cranny
,
' 
M i t
t e n
&
l
a  
L
t
d

All rights ieserred.
fi r  110IPOPCAPII
,
ra M O

Cranny M ate ria ls Ltd.
A n  ratan s kt. l e rn P d -

Ul tau th an se d  cap yin g . ,
landing of ma le

y means strictly prohibited

S u m  Mott ham Amapa T e l.in

lo
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4
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NE.
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ONE
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1990 Screen shothte  only Wended to be illustra tive  of

i n e r t  pitqaand not dits screen gra phics whacki
va  co n st id o ta b ly hermitic' different formats in

ty and appearance a nd are  sublect to the
compatera spe,-ifinntions
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Nightmare
Do you believe in Voodoo? Cursed by a
hyperactive Wi tc h  Doctor ,  Bo o ts
Barker's got no choice. Gary Whitta
gets the jungle fever.
INFIDELITY is a terrible thing -  as Boots Barker just found
out the hard way. While on a leisurely hot-air balloon trip
over Drongombongo Land, he discovered that his wife and
best friend (accompanying him on the trip) have been up to
no good behind his back. But before he even had time to be
stunned by the revelation, the two lovers pushed him over
the edge and prompt ly  fl ew of f ,  leav ing poor  Boots
unconscious in the jungle below.

Awaking from his impact-induced sleep, Boots finds that
his nightmare has only just begun. H is headand upper body
have been encased inside a gruesome Voodoo mask which
won't  come off, no matter how hard the poor old soul tries. It
seems that the mask has been put there by an evil Witch
Doctor who doesn't want  Boots to leave the jungle. Ever.

Boots, however, has other plans, and immediately sets
off on his impromptu guest to remove the offending mask,
defeat the Witch Doctor and ult imately escape f rom the
jungle. Then perhaps he can sort out his marriage...

TO GAIN access to the Witch Doctor'*
underground domain,  Boots must
Incapacitate him b y st icking  e ight p ins
into a  Voodoo doll e ffigy. But  first  Boots
has to loca te  five  te mple s hidde n in  the
jungle  and so lve  the ir riddle s. I n addition,
three spe cia l m issions of goodwill must
a lso be  undertaken.

THE ONE

THE FI VE hidde n te mple s a re  each named
after a  jungle  a nima l -  Spide r,  Snake ,
Eagle, Ap e  and Lion. Finding one  is a
riddle  in  itse lf,  While  some  a ctua lly look
like  temples,  othe rs a re  de ce ptive ly
camouflaged by the  jungle . Once  Boots
enters a  temple ,  he  ca nnot le a ve  until
every je we l onside ha s been colle cte d. The
jewels a re n
-
i 
d i f fi c u
l t  
t o  
l o c
a l e
,  
a
s  
t
h
e
y

are m ost  often found lying  a bout on the
ground i t s  getting to  them tha t's the
problem. M a ny je we ls a re  pla ce d
seemingly be yond your reach,  blocke d oft
by obsta cle s,  a cross wide  ra vine s and so
on. a nd on ly with cle ve r use  of your
surroundings will you e sca pe  with a  fu ll
bag of  swa g.

WHEN a ll the  je we ls in  a  te mple  are
collected,  the  Te mple  God a wa rds a  pin
for your voodoo doll,  a nd a  vita l soe cia l
power that come s in  ha ndy la te r
without a ll five  spe cia l powe rs,  you  a re
lost. Since  some  powe rs a re  needed to
reach temples,  it 's e sse ntia l yo u  comple te
there in  the  corre ct order,  a s dicta te d b y a
hidden clue  in  the  jungle .

VOODOO
NIGHTMARE
Zippo Games
And Palace
Software

AMIGA
PRICE E 2 4 . 9 9
OUT N o w
GRAPHICS 8 0 %
SOUND 7 9 %
PLANAR' I n  84%
VALUE 8 3 %

OVERALL

8V/0
ATARI
PRICE C 2 4  99
OUT N o w

IBM PC AND
COMPATIBLES
N/A

AS YOU 'D  expect,  the  jungle  is cra wling with a ll manner of  be a stly be a sts. Fortuna te ly
Boots d id n t  ge t h is name tor nothing,  a nd h is le tha l D oc Martens ca n be  use d to
stomp on a ny offending cre a ture s. Othe r objects,  a va ila ble  from the  Jungle  Shops. a re
more e ffective  crea ture -kille rs,  but the  ° M s ha ve  the  added a bility o f  a llowing Boots
to jump.

TIME passes quickly In the jungle. The
night-day cycle  la sts only a  couple  of
minutes (game-time),  e nd e a ch sta te  ha s
Its own  ups a nd downs. M ove me nt during
the da y ca n be  treacherous,  a s the  often
deadly jungle  crea tures a re  out a nd a bout
in abundance ,  During the  night the
animals go to sle e p. ma king progre ss
safer b u t  with the  sun down,  the
decreased visib ility me a ns it 's toughe r to
see your surroundings.

IF YOU  need a  he lping,  cha nce s a re  the
Jungle  Shops will g ive  you it  p r o v i d e d
you ha ve  the  je we ls to pa y. Rome ro's
se lls e ve rything you could  possib ly need,
including ma che te s (to hock your wa y
through the  jungle ),  dyna mite  (for de a ling
with stubborn ro cks that b lock your wa y)
and, of  course ,  the  a ll-importa nt voodoo
doll. Bu t  Rome ro's  is on ly open during the
day a t  night the  Jungle  Ca sino is whe re
it 5  a t. He re  use ful obje cts a re  gambled
for ra the r than bought,  a nd the  sta ke s a re
high.
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THE ORIGINS 01
Voodoo a re  st i l l

shrouded in
m yste ry T h e

answers lie
somewhere o n  the

sm a ll Caribbean
island  a t  Ha it i.

where th e  re lig io n
began a n d  is  st i l l

go ing  st ro n g
Today m o re  t h a n

90 p e r ce n t  o f  t h e
Hait ian p o p u la t io n

are feared
be lieve rs o f  the

fabled re lig io n . I n
the past ,  t yra n t

ru le rs 'Pa p a  D o c'
and 'Ba b y D o c'

Duva lie r h a ve
enjoyed u n o f fi cia l
ru le o f  t h e  isla n d

by su rro u n d in g
them se lves w it h  a

private  a rm y
known a s the

ton tons m acou te
t rave lling  Vo o d o o
m ag icians. To d a y.
the m a in  Vo o d o o

a ct ivit y i s  n o t
st ickin g  p in s in

d o lls o r  co n ju r in g
up m a g ic p o t io n s.
but t h e  p ra ct ice  o f

b ring ing  peop le
back f ro m  th e
d e a d  Vo o d o o

m ag icians a re  sa id
to b e  a b le  t o  re vive

co rp se s b y
weaving  e vil sp e lls

over t h e m  a n d
tu rn ing  them  in t o

zomb it ied  sla ve s. I t
may so u n d  l ike

m um bo  j u m b o
but o ve r t h e  la st  60

years t h e re 's been
enough •p ro o f  • t o

co n vin ce  m a n y tha t
it 's a ll f o r  re a l. Th e
most  f a m o u s ca se

da les b a ck t o
1936, wh e n  a

shabb ily-d ressed
woman w a s fo u n d

wandering
a im le ssly l ike  a

zombie  near a
sma ll f a rm . Wh e n

taken in  a n d
examined, sh e  wa s

ident ified a s o n e
Felicia

Fe lix-Mentor t h e
siste r o f  t h e  fa rm

owner. M e d ica l
reco rds la te r
revealed tha t

Fe licia
Fe lix-Mentor h a d
died o f  a  su d d e n
illn e ss a n d  been

buried  29  ye a rs
p re vio u sly...

EACH te m p le  is  guarded  b y th e  t yp e  o f
creature i t s  named a f te r. An d  l ike  the
jung le  inhab itan ts,  e ve ry o n e  ca n  p u t
Boo ts in  a  w o r ld  o f  h u rt . Yo u  o f ten  h a ve  a
tough t im e  ge t t ing  p a st  t h e  a n im a ls tha t
guard th e  w a y t o  th e  e xit . I t 's n o t  w ise  t o
enter a  tem p le  w it h o u t  so m e  fo rm  o f
pro tect ion  a g a in st  these  w i ld  a g g re sso rs

GET STUCK IN A
MASK!
Courtesy Of Palace Software

POOR old Boots Barker may not be too tond 01
his Voodoo mask wha t  with it berng stuck on h is
head for good and everything. But here's a much
More agreeable ober in  the mask departmenIL
We have bye (a lmost) genuine Horror VO0C100
masks to g ive away to  the lucky winners of M O
competition, along with an Atari ST or Amiga
copy of Voodoo Nightmare. All you have to do is
answer these  three e a sy quest ions and send
your entry (on a postcard or the back of a sealed
envelope a n d  don t  forget to state your barman
to VOOD OO NIGHTM ARE,  Th e  On e ,  Pr io ry
Court, 3 0
-
3 2  
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3ALl. to  arrive no later than the 28Ih November,
1990 Th e  first five completely correct entries out

of the bag after the closing dale win their senders
a mask arid a copy of Voodoo Nightmare each

THE QUESTIONS
1) Wes Craven made a film about
Voodoo. What was it called?
Ai A Nightmare On Elm Street
B) The Serpent And The Rainbow
C) The Hills Have Eyes

2) What are practitioners of Voodoo
rumoured to be able to do?

Revive The Dead
Make Soup From People s Bones
Grow Extra Fingers

What do you do with a Voodoo doll?
Cuddle It
Buy Accessories For It, Like Ken
Stick Pins In It

editor's de c is ion i s  fi na l. a n d  n o  confere-
nce will be entered Into Ematoyeee of [M AP

Palace S oftware, their Friends and relatives ere
permitted to enter. .L

MOVEMENT th rough  th e  ju n g le  ISn 't  a s
easy a s i t  lo o ks. Th e  f o r c e d
-
p e r s p e c t i v e
presentat ion h a s a  h a b it  o f  co n ce a lin g
exit s and  pa thways,  g ivin g  the  ju n g le  a
maze-like  appearance. A  map, w h ich  ca n
be bought in pieces from the jungle shop
is essen t ia l,

IN ORDER t o  ob ta in  t h e  th ree e xt ra  p in s
you need  f o r  yo u r  vo o d o o  d o ll,  t h ree
specia l t a sks m u st  b e  com p le ted . Du rin g
yo u r t o u r o f  t h e  ju n g le  yo u  fi n d  a  b a b y
Lion cu b  tha t  h a s lo st  i t s mum,  a  h u n g ry
Monkey a n d  a  s ick  n a t ive . Fo r  each
arcade-style  p ro b le m  so lve d ,  a  p in  is
awarded. Wit h  a ll e ig h t  st u ck in  t h e  d o ll.
the Wit ch  Do ct o r is  weakened  a n d  yo u
can p ro g re ss u n d e rg ro u n d  in t o  Pa rt  Two .
Provided  yo u  ca n  fi n d  t h e  en t rance  t o  h is
la ir o f  co u rse ...

THE WI TCH D o ct o e s la ir  i s  guarded b y a rm ie s o f  m araud ing
ske le tons w h ich  h a ve  a  h a b it  o f  p u sh in g  yo u  in t o  un fo rtuna te
situa t ions l i k e  o ve r t h e  sid e  o f  a  c h i t  To  m a ke  m a t te rs
worse, fi n d in g  th e  Wit ch  Do ct o r i s  ano the r p u zzle . A  se rie s o f
doo rs th roughou t  t h e  m a ze  m u st  be  opened b y t h ro w in g  le ve rs
in a  se t  se q u e n ce . Eve n  then, the re  s  th e  D o c

It's the sheer scale of  Voodoo Nightmare
that impresses most. Five temples may not
sound particularly elaborate, but each one is
an adventure in itself, and with a sprawling

jungle (that really does sprawl), three addit ional tasks
AND the huge underground labyrinth of Part Two, it's a
real monster.  I n t he classic t radit ion o f  Ult imate's
pioneering Filmat ion games,  t he gameplay is  wel l
balanced between arcade-style action and some good
old common-sense puzzle solving a n d  fortunately
there's nothing too torturous to put you off. The action is
backed up by  some exquisite graphics, part icularly
inside the temples, and a selection of suitable spooky
tunes, The voodoo theme is carried throughout to good
effect, and a plethora of thoughtful touches (including
an invaluable load-save opt ion) all help to make the
going easier. Voodoo Nightmare's a cracker, a lot of fun
to play, and not likely to lose its challenge for quite a
while.

Voodoo Nightmare on the Atari is identical in
all respects to its Commodore counterpart

Sorry, PC people, but Palace has no plans at
present for an IBM-compatible version.



Victory celebrations for the
success of the mission X-OUT
which anhilated the satellite
of the planet Alpha Centauri
ended abruptly as the long-
range saumers showed in-
tense activity on the planet
itself- an ATTACK from
the planet is IMMINENT
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AMIGA & ST
£19.99

Z•011T- the MISI1On to destroy the planet Arleta Centauri, the H.Q. of the federation now seeks a brave man to
the space mit.  What lies ahead ts unknown except that the defences of the H.O. are strong and

huge levels with numerous aliens and superb graphical backdrops.
• sprinkling of a l i e n s  at each level with mega-large end level aliens.
* Dozens of extra weapons, satellites and support transporters.

Two player TEAM MODE
• Ultra smooth vertical and parallax scrolling In numerous colours,
• Superb musk and sound effects to enhance the game play,

MEGA BLASTER OF THE YEAR
the U.K by Sottgold bit. Lid 7 - 8  BURNHAM MAIDING ESTATE, LAWSON ROAD. DARTFORD, I NT.  M I  50H T E L  0322 92513/18 F A X  0322 93422
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THE WORLD'S MOST POWERFUL FREEZER-UTILITY CARTRIDGE

IS NOW EVEN BETTER

•  S A V E  TH E  E N TIR E  R O G R A M  I N  M E M OR Y  T O  D IS K
* hoste l compa cting t4chnlquew enable up to 3  programs t k
t i t  o n  o n e  d i s k .Now d i r e c t l y  I  d i s k  a s enviers Dos - re loads indepe a l  the
cartAtige  • even I ra n e r  to hard drive l W o r ks with  up to 2  M rgs of Ram •
mean ri M e g Chip Me F a t t e r  M e ws) .
•  U N I QU E INFINITE LIFLTRAINER MODE - NOW MORE POWERFUL
Allows you to genera le  Mee*  and even infinite  live s,  fue l,  ammo. e tc.
Perfect a s is tra ine r mode to get you past tha t •imposglible  ' le ve l,  V e r y
easy to use .
•  I M PR OVED  SPRITE EDITOR
The lu ll Sprite  Editor a llows you to view/modify the  whole  sprite  se t
including a ny "a tta che d • sprite s. R AN G E OF IMPROVED FEATURES,
•  V I R U S  DETECTION
Comprehensive villas de te ction and re mova l fea tures to prote ct your
software inve stme nt. W o r ks  with a ll pre se ntly known viruse s,
•  S A V E  PICTURES AND MUSIC TO DISK
Picture s and sound sa mple s ca n be saved to t isk. F i le s  a re  sa ve d
dire ctly OFF format suita ble  for use  with a ll the  ma jor graphic a nd music
packages. Sa m p le s are  displa ye d a s screen wa ve form.
•  S L O W  MOTION MODE
Now you ca n slow down the  a ction to your own pa ce . E a sily  adjustable
from lu ll speed to 20?. speed. I d e a l to he lp you through the  t ricky pa rtsi
•  R EST AR T  I R E PROGRAM
Simply pre ss a  ke y and the  program will continue  where  you le ft oft.
•  F t &  STATUS REPORTING
At the  pre ss of a  ke y now you ca n vie w the  Silochtne Sta tus,  including Fa st
Ram. Chip Ram, RamOisk,  Drive  Sta tus,  e tc.
•  POWER F U L  PICTURE EDITOR
Now you ca n manipula te  and se a rch for scre e ns throughout me mory.
Over SO commands to e dit the  picture  plus unique on scre e n sta tus

EVEN I.'ORE
•  F u ll 1A66000 As •• • 1
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frozen picture •  Pla y iv aslant I,. S h o w  and edit all CPU registers and flag •  Calculator •  H e lp  command
allows you to see and mOdllY all Ch •  liSFOTS - even write onlylegielets N o t e p a d  •  D isk handling -
show actual track. rhsa Sync patio
,  , ,  e i c .  •  
D y n a m o  
fi r e a k p O r
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h a n d l i
n g  
S h o
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X .

* S C H .  asse m b l e r,  D e ci m al  C o p p e r  AS S e M b l e  D i sasse m b l e  -  n e w wi th  su ffi x n am e s

£69.99
PLEASE STATE WHICH COMPUTER YOU HAVE WHEN

ORDERING

INTO THE EXPANSION PORT O F  YOUR AMIGA AND GIVES
EZE NTOST ANY PROGRAM, THEN YOU CAN...

"ove rla y' shows a ll the  Information you could own need to work on Weelieele.
No othe r product come s close  to a lte ring such dyna mic scre e n handling of
frozen programs!! •
•  M U SI C  SOUND TRACKER
With Sound Tra cke r you ca n find the  comple te  music in progra ms,
&m i m e * ,  a nd sa ve  them to disk. S a ve s in format suitable  for most t ra ck
player programs. W o r ks  with  loa ds of programs!,

• •  AU TOFI R E M ANAGER
From the  Action Rqplay I i pre ference scre e n you ca n now se t up side line
from 0  to 100 .e . J u s t  imagine  continuous lire  power? Jo yst ick 1 a nd 2  are
set 'se d a t e ly tor that "e tre  advantage!
•  D I SKC OD ER
With the  new 'D iskcode r" option you ca n now 'tag' your d isks with a  unique
c ode  th a t  wi l l  pr e v e nt th e  dis k  fr om  be ing loa de d  by  a ny one  ease. ' T a g g e d "
disks will only re load when you enter the code . V e r y  use ful for se curity.
•  PR EFER EN C ES
Action Replay I I  now has scre e n colour pre ferences with menu se tup.
Customise  your scre e ns to suit  your t a ils. V e r y  simple  to use .

DISK MONITOR
Invaluable disk monitor • displa ys disk information in e a sy to understand
formal. F u l l  modifyrsave  options,

DOS COMMANDS •
Now you have a  se le ction of 0 0 $  comma nds ava ilable  a t a ll t ime s D I R ,
FORMAT, COPY,  DEVICE, e tc.

DISK COPY
Disk Copy a t the  pre ss of a  button • fa ste r than Dos Copy. N o  need to load
Workbench • a va ila ble  a t a ll t ime s.

BOOT SELECTOR
Either INFO or DIF1 ca n be se le cte d a s the  boot drive  when workless with
Amiga Dos d isks. V e r y  use ful to be able  to boot from your external"

c. a ••••SS •  St . a s  teal •  Show
,,rch feature s  : M S .  on Chip Editor

9P1ELEXITT

PLUS A MACHINE CODE FREEZER MONITOR WITH EVEN MORE POWE

HOW TO GET YOUR ORDER F A S T .
TELEPHONE (24 Hrs) - 0782 744707 - CREDIT CARD ORDERS
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WE WILL DESPAT CH YO UR O RDER Q UICKLY & EFFICIENTLY TO ENABL E YO U TO START RECEIVING THE BENEF IT S OF YO UR Pu RCNASE WIT HIN DAYS, r+37  wE E Ks

O RDERs NO RMALLY DESPAT CHED %SEMEN 411 Mrs. A L L  PRICES INCL UDE V A T  A L L  CHEO DESPO ST AL  O RDERS HAI M  PAYABLE TO VISA
D A TEL E L E M O N C S
-  L T D . ,  
a w l
s

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON•TRENT, ST4 2RS, ENGLAND
TECHNI CAL/ CUSTOMER SERVICE 0782 744324

AAR ;



IS HERE!
•  SYNCH° EXPRESS IS A HIGH SPEED DISK DUPLICATION SYSTEM THAT WILL PRODUCE COPIES OF YOUR DISK
IN AROUND 50 SECONDS!!

•  Syncro Express requires a second drive & works by controlling it as a slave device & ignoring the ST or Amiga
disk drive controller chip wheteby hidh speeds & great data accuracy are achieved.

•  Me nu driven selection for Start Track,'End Track - up to 80 tracks. 1  side, 2 sides.
••

•  Very  simple to use, requires no user knowledge..

•  Ideal for clubs, user groups or just for your own disks.

•  Probably the only duplication system you will ever need!

By using an on-board Custom LSI Chip, Syncro Express has the power to transfer an
MFM image of the original disk directly to your blank disk - quickly, simply and
without any user knowledge. O ne  external disk drive is required*.

•  Al s o duplicates other formats such as IBM, MAC etc.

•  N o  more waiting around for your disks to copy.

E Li I SZE E 2E SI CHIP TECHNOLO

SYNCRO EXPRESS IS AVAILABLE FOR BOTH T N i l j r N O M I G A W S T E l p  •PLEASE STATE WHICH REQUIRED W N  ORDERING

WARNING 19138 COPYRIGHT ACT WARNI NG
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▪ T E L E P H O N E  (24 Hrs) - 0782 744707 • CREDIT CARD ORDERS
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THE S P Y  W H O
LOVED ME
The Kremlin
And Domark

AMI GA
PRICE f 2 4  99
OUT N o w
GRAPHICS 8 1 " l o
SOUND 7 9 %
PLAYABILITY 75%
VALUE 7 0 %

OVERALL

1
6
'
)
/
0

ATARI  ST
PRICE E 2 4  99
OUT N o w

I BM PC AND
COMPATI BLES
PRICE E 2 4 . 9 9
OUT N o w

BO ND
BLOCKBUSTERS

JAMES Bond has
appeared in live

guises in 18 hlms
in the last 28

years. Ian
Fleming's books.
short stories and

scraps of ideas
he wide on

shopping lists
have now been

just about
exhausled, and

new non-Fleming
material is what

makes up
Timothy Dalton's

scnpts.
Sean Conne ry

Dr No (1962i
From Russia  Will
, Love 119631
Coe:flinger 119641

Thu nderball 11965)
YOU Only W O  Twice

(1967)
Diamonds Are

Forever (1971)
Never Sa y Never

Again (1983)
David !e lven

Casino Royale
119671

George Lazenby
On Her M a je sty's

Secret Se rvice
(1969)

Roger MOON
Live And Let Die

(1973)
The M a n With The

Golden Gun (1974)
The Spy Who Loved

Me (1977)
Moonraker (1979)

For Your Eye s Only
(1961)

Octopussy (1883)
A View to a Kill

(1985p

Timothy Dalton
The Living Daylights

(1987)
Licence To Kill

(1989)

THE ONE

SCENE ON E: Bond and Anya  put peda l to
metal u sin g  the ir spe cia lly adapted ca rs
Smart handling,  the y hurtle  a long twisting
roadways heading for a  petty to  p ick up a
boat. Colle cting 0 -Toke ns us use ful for
buying we a pons la te r on,  but mowing
down pe de stria ns a nd swimme rs isn 't  a
good ide a . La ndsca pe  co llisions re duce
your a rmour. a nd Strombe rg's minions,  a s
ever, a re  in  hot pursuit. The  strip  on the
left is a  ve ry ha ndy mini-ma p

111
1
r

•

APPIOUk k E A
,
L A C E M E N
T

SCENE T WO: 0  is a  pre tty decent sort  of
fe llow,  a nd a rra nge s for a  mobile  truck to
pick you up pa rt wa y through Sce ne  Two
in cla ssic Sp y Hunte r style . I nside  the
truck the re 's a  host of  goodie s a nd
weapons. ra nging from M issile  La unche rs
and Smoke  Guns to re ple nishe d a rmour
and a  suba qua tic ca r conve rte r kit
essentia l if  you a re  to comple te  this
le ve l's underwater sta ge .

SCENE TH R EE: Bond,  ha ving boa rde d a n
American nucle a r subma rine ,  sudde nly
finds himse lf trapped inside  Strombe rg's
huge, hollow supe rta nke r. He  e sca pe s
and re le a se s the  cre ws from the  Brit ish,
American and R ussia n subma rine s.
However, in  orde r to  ge t to Strombe rg
himself. Ja me s clim bs onto a  se curity
camera loa de d up with e xplosive s. I t 's
your job to  protect h im from the  enemy
guards a nd dive rs,  Ope ra tion Wolf-style :
mouse control is recommended.

SCENE FOUR: I nside  the  control room,
Bond discove rs that Ka rl ha s taken Anya

as hosta ge  and programmed the  Brit ish
and Russia n subs to  fire  nucle a r missile s

on N e w York a nd M oscow. Ente ring h is
own number se que nce . Bond hope s to

match the  ma ste r se que nce  and thus
prevent disa ste r.

NOVEMBER 1990

Spy Wh
Bond i s  back i n  h i s fi fth Domark
adventure. Gordon Houghton stirred
and got shaken.

ANTICIPATING t he t haw in East-West
relations by a good 10 years, the fi lm
version of  The Spy Who Loved Me
concerns an unlikely alliance between

James Bond and Soviet agent Anya Amasova. They have a
joint mission to investigate the recent disappearance of a
couple of  submarines -  one Russian and one British.

Microfi lm evidence hints  that  Karl St romberg,  y our
average power-crazed corporate megalomaniac, has been
quietly removing them f rom the sea. You (as 007) are
despatched to Sardinia to infi ltrate Stromberg's under-
water fortress, Atlantis, and to find out why.

The computer version converts these plot elements into
six separate sub-games. Help is at  hand in the form of
0-weapons, a 0-sub and other 0-droppings.  But  Karl's
kerrazy crew of trained assassins are also out to nobble you.
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Loved Me

SCENE FI VE: The  US Comma nde r ha s give n Bond one  hour to
rescue  Anya  from Atla ntis be fore  he  b lows I t Out of  the  water
.Using one  of  O s  ha ndy We t Bike s and colle cting pa cka ge s on
the way,  Ja me s a ttempts to  penetrate the  fortre ss,

SCENE SI X: Anothe r Opera tion Wolf-style  section,  a s Bond
races down the  corridors of Atla ntis se a rching for Anya . I t s a
simple  ca se  of  popping off the  gua rds a s the y appear a nd
giving Ja ws a  slug  or two in  the  teeth.

A The first thing that strikes you about  this
latest of  the Domark Bond series is  how
much i t  owes to other genres. All of  the
sub-games are derivative in some way: the

action is  basically a combinat ion of  Spy  Hunter,  a
vertically scrolling shoot 'em up and Operation %toff,
with a neat puzzle game thrown in. Even so, when all of
the sub•games have been implemented as smoothly as
this, that's no bad thing. There are well-drawn miniature
graphics, smooth scrolling, decent sound effects, and
great handling in the vehicle sections, The presentation,
too, is much better than for previous Bond licences, with
plenty of cute touches: video tracking, a PG certificate,
credits, and the division of the game into cut-scenes. In
fact, there's nothing that you could seriously criticise,
except that it s  all been seen before.

Essentially the same as the Amiga,  wit h
comparably s moot h scrolling.  The  on ly
noticeable dif ference is the sound, which
can get monotonous.

Bond is shaken, not stirred, on 5.25 and 3,5
disks. Again, the game structure is the same.
Available now, it  supports CGA. EGA and
VGA ( in EGA mode),  but  wi l l  on ly  run

u
S
V
G
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; M sound effects.
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The Most AUTHENTIC MULTI-MANAGER Football Game Has Finally
Arrived. After 2 Years Research & Development The Ultimate Game Is
Ready And Waiting To Test Your Skills. FEATURES INCLUDE:-
Multi-Manager Game for Ito 4 Players.
Full UK and European Cup ninary including FA, League, Zenith Data, Leyland Dal,
European, Cup Winners and UEFA Cups. All Cup matches are played to the precise
rules. eg 2 Leg Ties, Extra Time, Away Goal Rule, Seeded Draws, Penalties, etc
Complete league line up with 20 lst division teams and 24 in the 2nd, 3rd and 41h.
End of season Play-offs with expulsions.
All team surnames are the real ones for all 92 clubs(CURRENT 89190 SEASON:i.
Historic Records are maintained for 6 seasons with the ability to call up all previous
results against your next opponent.
A Lively Transfer Market to Buy and Sell Players with an end of season deadline
Player Loans, Free Transfers with Approach & Offers on players or trainees.
Managers can be sacked or offered fobs at better teams.
All screens are displayed in a pleasant format, which is easy to use and comfortable
!o read. PRINTER facilities also exist.

Complete Instructions, for the beginner, are provided in a 16 page booklet.
and would you believe it doesn't stop there! We have Included many other fine

details which are lust impossible to list in this space. They include all the regular
features you would expect like loading & saving your game,playerinfuries plus much,
much more. The most genuine implementation of a Football Managers hectic
season awaits you for only El 9.95.

Take Your Team To The Top And
Win The Double.

Or Are You Good Enough To Win The
Quadruple Crown. Never Yet Achieved

By A League Team Manager.

Available for the Amiga & All Atari ST's P C  Version Comm. Soon.
MAIL ORDERS

Send E19.95, Guaranteed Cheque Postal Order !Credit Card Details to:

!
Orders outside the UK please add E1.00 extra,
TELEPHONE ORDERS

FAX ( 0
7
0 2 )  
6 1
3 7
4 7

( 0 7 0 2 )  6 0 0 5 5 7  Out of hours Answer Phone Aft
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Special Reserve
Best PRICES. Best GAMES. Best SFRVICE

Sega Megadnve
OfficiAl UK V e n n  Expected  Stid•September. Order now!

AIOT K i d d  i n
Enchanted Castle 2 3 1 9
Arnold Palmer Golf . 2 7  49
r orgorten Worlds . 2 7 4 9
Ghouts n  Ghost*  3 4 9 9
Golden Axe  2 7 . 4 9
LaM Battle  2 7 .
4 9Mystic Defender  2 7 . 4 9
Rambo 3 2 3 . 9 9

M e g a d r i v e  Al t e r e d  Beast Jo i , p a d 189 99with extra Joypad FREE
Megadrivc Software

Revenge ol S r  ,r,oa 2 7  49
Space Harrier 2 2 7 . 4 9
Super Hang On 2 7 . 4 9
Super League Baseball 2 7  49
Super Thurcierbtacie _ 2 7 .4 9
Thunderforce 2  2 7 . 4 9
Truxion  2 7 . 4 9
World Cup Italia 90  2 3 .9 9
Zoom   2 3 . 9 9

Blue Lightning
Grups Challenge
F le ctro  Co p

Atari Lynx
Official UK Version. I n  stock at time at publication.

L y n x  co lo u r  handhe ld  syst e m  • •
ma ins p o we rp a ck & Ca lif o rn ia  Ga m e s

Lynx Software
23.49 Ga t e s of Zendecon
23.49 Gaunt le t  3
23.49 Rampage

159.99
2249

.26.99
26.99

SPEEDBALL 5 _ 9 9

ELITE 6 .9 9

u s  7.99

IBM Mega-Savers
DISK 5 . 2 5  3.5
OAR c/AM Es 9 . 4 9  9 , 4 9
BO RDER ZO NE RNE0 0 0 1 1 1 )...„ .9 9 9
CARRIER CO MMAND
CLO UD KINGDO M S
CO NELKT Eu RO PE C G A
,
E G A  9 4 9  
_ . 6 . 4 9

CO RRUPTIO N (* S CRO L L S ) 6 . 9 9  • • 9 • 9 9
DEF ENCER OF THE cR o wt /  _ 9 9 0
DON'T GO  ALO NE .  •  •  . . . . . . . . .

AKKHEN CGA EGA . . . . 1 3 9 9  1 3 .9 9
ELITE M co A E GA  1 0 . 4 0
E ls FALCO N CGA A l l a  1 1  9 9
F16 FALCO N EGA.. . .  • •  . 1 7 9 1  1 7 _ 9 9
FISH
, 
I N  
S
C
R
O
L
L
S  
.
.
.  
.
6
.
9
9

FOOTBALL M ANAGER 2
• EXPANSICH CGA EGA VGA 1 0 .9 9  1 9 9 9
FOOTBALL M ANAGER
WO RL D CUP EDIT IO N..  1 9 . 9 9  1 1 1 0
FUN SCHO O L 2 1 2 4 5 )CGA,'EGA 7 .9 9
FUN SCHO O L 2 1 6
-
9 ) 
o G A E G A  
7
•
9 9

FUN SCHO O L 2 ISO  CO AEGA 7 . 6 1  - , . . • •  •
2 Ame s WINT ER EDITIO N  9 9 1
C.NOME RANGE R 6 4
,
C GA  E G A  
7 1 1 1  
_ 7 1 9

!ARLO OF THIEVES
IIARD BALL 2   6 . 9 9
HELLCAT ACE
HO STAGES CGA. 8 . 6 6  1 . 1 6
,NGRID S BACK 6 1 coo1 EGmt . 7 . 9 0
M IST ER 1M SCROLLS1  . . .  •  .6•91 _ 9 _ 9 9
KING OF CHICAGO  c o rd e o a . . . i n  _ 4 9 9
KNIGHT O RC (LEVEL It)
KRISTAL 1 9 4 9  1 1 4 1
AuLT CGA 3 • 9 9

DISK 5 . 2 5  3.5
t a n c e t o t  CGAE CIA  5 . 9 9
LO MBARD RAC RALLY  9 9 9
L URKING HO RRO R

•.9 91
..... .•

_7.41MENACE EGA  • 7 • 4 9
m o to r:1 1 0 SE SO CCER  8 9 9
MILL ENIVIA 2 .2  o w.  4 4 9
NO RTH AND SO UTH 1 9 . 9 9  1 0 .9 9
PAWN IN SCRO LLS) . . . . . . .   •  8
,
9 9  •
9
-
9 9

PURPLE SAT URN DAY •   9 . 9 9  . 4 9 9
 ROCKET RANGER C GA t 0 A  -
T a g  . 7 9 9SILENT SERVICE !SUS 1021 9 . 9
9  5 1 9SIN CITY CGA E GA 1 3 , 9 9  1 3 .9 9

4.99
SOLO FL IGHT !FL IGHT SIM) •  -
•  - 6 4 0SPEEO BALL CO ATEGA. • •  •  5 • 9 9
ST ARGL IDER CO A E GA 6  99 . . . . . .
STRIKE FO RCE HARRIER ,  4 . 9 9

T E E N A G E Q UE E N
M E R V  PO KER) IA CGA,TEGA _ 9 9 9
T (T IMS CGA F O A 6 _ 9 9
T HIRD CO URIER _  _ 7 4 9  . 7 . 4 1
THREE STO O GES CGAI E GA _ 9 9 9  -5 . 9 9
T Hu NDER cHO PPEIR , .  7   99 •  •
TO MAHAWK (HEL ICO PT ER) _ ..4 .9 9
Tv SPO RTS 'US:. FOOTBALL - 1 9 9
utAs UNIV E RS AL  MIL ITARY
SiMuLATO R C G A
,
E G A
vETTE (CO RvET T EIEGANCIA 1 9 9 9  1 4 ,9 9
WATERLOO CGA EGA  1 9 4 9  1 0 .4 9
XENO N 2 . NIECIABLAST  7 . 9 9  _ 7 1 9
ZORK 1 iierocomi

At last - an affor dable soundboar d for  your  IBM!
SO0HDBLASTEn • IBM Stereo MusieVolce.Midi Sound Board  1 3 9 .9 9

Ouichshot IBM Games Card with won 15-9e1 joystick ports  1 5 . 9 9
Otiockshat 123 IBM 15.pin loystick  1 3 , 9 9
HUGE RANGE OF PC COMPATIBLE SOFTWARE IN STOCK.

JUST PHONE FOR CATALOGUE. 0279 600204.

• Bi-monthly NAG Colour Futuristic Cyberzine, each with reviews of 40 games & more.
• Re lease  Schedules, issued bi-monthly, with advance release information.

• S a le s  hotline. to 8pm weekdays. 10 to 5.30 Saturdays.
• F a s t  despatch of stock items. Most lines in stock. r 6  0 0

LC10C colour
printer (as LCIO
O A  8 colour)

• Catalogue, Membership Card & Folder for NAG, Annual Membership

Star Printers
LC1 0 with Fralon
and Tractor teed
144 C PS
,
3 6  
N t _
C

1

169,99
219,99

• I
-
L
e
e
;  
°
O  
r
i
b
b
o
n
'
.  
5  
9
9

Printer Lead for
Amiga ST or IBM 9 9 9

1IN 117) or;
iNTRODUCING 1-11;111W'

NAG (pronounced energy) r
News, Reviews and Graphics
Screen shots, pack shots, charts, latest Giga-Savers
40 colour reviews in every issue CDTV is coming Soon
Night City Cybertoon and the kill-or-die adventures ol
the Cyberpunk NRG street gang - Its Cyber-lantastic
,NAG - bi-monthly - to all members of Special Reserve

Specia l Reserve
£6.00 annual
membership

includes
Membership

Card, Fo ld e r &
Introduction.

PLUS_ a  new
issue o f  NAG

Release Schedule
& catalogue every

two months.

Disks
Sony 3.5" DS DD
with label 6 e a c h

TDK 5.25" pack of ten 48 tpi r  6.49
TDK 5.25" pack of ten 96 tpi £ 8 .9 9

rt-

•••
"A•

BL o O DwYCH •  DATA DISK

CHAO S 1  0 . 9 9  CARRIER C O
M M A N D

CHAO S STRIKES B • •
CHESSMASTER 2000

. . .  &
c
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L
4
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E
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R
0
,
0
4
E
.
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.
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.
,

DEJA VII •  • 3

4 0
6
%
0 4
0

4
1
0  
D
u
N
G
e
O
N  
M
A
S
T
E
R  
.
.
.
.
.  
_
_
H
u
g

EDDIE El:MARCIE' SUPER SKI . . . . . . . . .4.49
ELIMINATOR •  . . .  2 . 6 9.9.99ELITE •
Eve  OF HORus____ ,  9 . 4 9
F
i
t  
M
o
o
s  
.
•  
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.  
1
0
9
9

IT I6 F AL co tt MISSION DISK 1 .........8 .4 9
FEDERATION OF FREE TRADEIVII ,, P P
F15441191 scRO L L S).. A S A
F o o T IAL L  MANAGER 2

_ F O O T B A L L  amtAGET I

P O WE RDR1 F T  5 . 9 9  WO R L D  CUP ECATION  1 0 .
a
G
.
H
O
U
L
E
S
R
1
I
N
G
G
H
E
S
O
R 
o
s
T
s
v
E
.
.
L
.
,

GOLD RuSH
, !
S I E R R
A )  
.  
•
•  
_ _
_ 9
„

GRAwl y . 9
GUILD OF 1141EvEs ilASCROLL/3 ) . 9

HARD CIRIVIN' HIT DISKS vOLM*1 L M AJO R
*BORON LEATHERNEcKS. TIME
BANDIT. T ANGL EW0 0 0 )  7 .
HOLLYWOOD M ANX 1114E00011) . 1 .
HOSTAGES 7
HUNT FOR RED OCTOOER
INGRID S BACK (LEVEL
JEWELS OF DARKNESS I I FVEL
JINATIER !AISCROLLIS!

KNIGHT o Rc ( L e n t i l  _ G . l .KKK OFF

With  two  J et Fighter  JoystICAS tr ee

A m i g a  5 0 0  Flig h t  o l Fantasy pack
with F29 Retaliator, Rainbow Island, Deluxe

Paint 2. Robot Monsters &TV Modulator

Two Jet Fighter Joysticks FREE
Am P e r i phe ra l s

Philips 8833 Colour Stereo Monitor isTownl •  2 4 9 . 9
Philips 1912.2/011 Tuner to- 81333 Menlo' itoewi 4 9 9 1
. . . c. o . . ,  T i  -
o ! ! fi n  
' t o  
A  .
+ U • 1
3 4 0 ”  
A
o
o  
w o
r k
s  
o
n  
C o
o w
w O
w o  
u
t
a
k
,

Cumana External 3.5' 880K Disk Orme :snow
,   7 9  
9
Amiga A501 Ram Upgrade to 1 meg ise,ffe rem erh dada .
9 9 9ZycleC Amiga Ram upgrade to 1 Meg with clodt 4 9  9
Monitor Stand, wire frame allows access to rkrve :snow',  1 9 9

ARCHIPELAGO S
AusTERLITZ MATT/

BALLIsTIX
BALLYHOO O NFO colii •  .
BEYO ND ZORK IINEOCOOD
BLACK CAULDRO N .. .  ,

A
m
i
g
a

C o m m o d o r
e

Joysticnb of tviluv

!o p  R o w ,
j •Ouickley Superbaard 1 8 . 4 9
Eurerhoof Racemaker 2 6 .9 8
Eur001101 Ul t i m ata  1 6 . 9 9
nonom  now
Eufaula), 9000  1 2 . 4 9
Konix tam port 15 po
games card for IBM PC _9 .99
Kunio Megabasler   5 9 9

ikdrikr
, 
R o
w

anekshot 123 15 pin
analogue tor IBM PC _ 1 3 .4
Competition Pm Extra _14 .9
Naksha Mouse and Mal
For Amiga. ST 3 2 . 9
9.43149 Mat only  4  1
Oulokloy Supercharger...12 's
Otacirloy Jet Fighter  1 4 . 9

Atari ST Mega-Savers
49 L E GE N D  DI  THE SWO RD

.6.90 L E I S URE  Su it TARRY 2 1 1
799 L 0 6 1 0 0 1 0  RAC RALLY

• _6_49 NANHu NT E R sAN F R A N T A t
.6.49 L U R K I N G HO RR0 R Lati
1Aso  t o t  twkcE

.......7.99 IATCITF
,
/ 
M O U S
E  . . . . . .
. . . . . . . .
. . . . . . . .
. . . .

9 9 8  I I KL E Ni u m  2.2 . 9
7.19 NEVER MIND .  I

, ...... 1 . 9 9  N I GE L  MANSEL L S GRAPE) PRET _ 9

99 P A c t i k t i m

ge
I I
99

p AssiNG st to t  (TIN011114 A .
Awe /NIS scROLLS1  .  A .
POWER DRIFT 1
PvilPtE sATTAIN DAY . . .  . .......... .

ROCKET RANGER , .  .. . . . .  ....-.11
SE ASTALKER 9 NFOCOMI....... ........
SHADO wGATE
SILENT SERVICE (SUB slim .............
Sim crry  1
sicrcHASE . .  .  . . -
SO RCERER TINFOCOMI ..... ... ..... -
SPACE HARRIER 2 . . „ . . . . . . . .  •
spELLBREAKEII INIR3 C0 1
,
1 tsTARCRO SS IINFoc0911
MA/14000ER

09 sTATTO NFALL IIPMETCOMp..

go S U P E R  HANG ON,  ' "  . . . . .  . . . . . . . 499 S U P E R  WO NDERIJO Y.
99 T E E NAGE  °L E E N ilIT RIPPO KENI..
99 T HE IAE  PARK lAySTERY
99 T I N E  BANDIT

99 T RA CK E R I S L ATRIVIAL PURSUIT ,  . . . . . . .  .......
TUR9 0  CUP WIT H CAR)

90 T v  SKIRT S !US! FOOTBALL
49 (1 1 4 NVIT ED
49 V O Y AGE R
29 WAT ERL O O
99 WHI RL I GI G
99 WI S HBRI NGE R ;INEOCOMI . . . . . . . .

99 T E NO N 2. MEGARL ASI

- - W A S  Z O R K  2 IINFOCOMI •

SOCKET RANGER 5.991pi.L.ANT L O T .L EvEL  01 •  ••
899 z o R K  T ML O GY(INF O co mi . . . . .
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NEVITABLY, SOME CIE THE ABOVE GAMES MAY NOT YET BE RELEASED A LL GAMES ARE DESPATCHED AS SOON AS POSSIBLE
PLEASE NOTE  THAT THE RE  IS  A SURCHARGE OF 50P  PER GAME FOR ORDE RS  PLACED BY TELEPHONE.

SOettial Reserve and °M OGI Secrets arts trading names 01 Inter MedrateS Ltd R e g  °N ic e . 2 South Block, The  Mailings,
SapahraSgeectlt. H e r l ,  CM2 for c t Regis tered in E netard Nurntet 2054713 V A T  nig. no. 424 8532 51

r---- -

I N  •

OR ADVENTURES and ROLE PLAYING and MORE

- - A

Name & Address

Post Code T e l .
Computer -
Payable tc

Special Reserve or Official Secrets
P.O. Box 847, Harlow, CM21 9PH

Exishng rrerrne's pease enter
your Membeesnip No
Special Reserve ES UK, ES EEC, El °  World or
Official Secrets E29 99 UK, E34.99 EEC, E39,99 World

Drakkhen I  w i n  Sim Crty
and Myth 1   a n d  Myth  1

PLEASE ENTER MEMBERSHIP FEE

Item

item

Item

P L E AS E  P RI NT  IN BL O CK CAPIT AL SI

Item
&Ai wa, .  Rocas .7c1.41 UK or EEC P091119

Wah l  1 0 •
1
1 . 3 0 1  
o r d e
r s  
p e
a s
e  
a
d
d  
E
l  
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O  
p
e
r  
n
e
m

For Ace r-sollorya ohm, such as ray9 rick1  Or hecat 011.1
Pease add ta.s. EEC or 25.- Wahl AY caddroe

Ovarseai 0e01 duet be pad thr crash card

6 .2 5 "
1
"3 .5 "

DPS5

111
E1

Credit card expiry date
•CHEOLIB•POSTAi °ROE F it AC C ESS
,
VI SA

Can ,  •u alto ot to join?
tore.
lation.

PU

7EE

.
2
4
9
9
9

.
4
9
9
9

_79.99
_99.99

. 4 9
9 91 9 99

_13.49
_1499
It

32.99
. 4
9
9

12 95
. . 1 4 g 9

6.99

lix „Am

5 . 1 9
6.1.9

6 1 9
. . . . .5.99

4 1 1
g e
- ..5 .99
3 - g 1
1 . 0....

• Games sent individually wrapped by first class post.
• W e  send written confirmation of order (receipt).

• I n  the event of delay, refunds on request.
• N o  commitment, no obligation to buy

• T h e  best games at the best prices

AMIGA and ATARI ST Software
a gr A 1 1 1 0 A  $ T  l i a r  A M U  ST
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• TALE 2
_ '',:ir H A N  ... .  1 1 ) 9 9  H1 9 1  KHAL ANI  ..099 J U D G E  DRECO 1 : :  : 1
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. .1199 r  549 K I C K  Cfy ESPANSiCed DISH 7
9 9  . 7 9 6. ,  2 1 . 1 1  K I L U N G  GAM  SHOW .  . .  1 9  99

t r's.L. _  .  19 .99  1 2 1 6  K I N D  WORDS 2 0  OsFP) .. .  . . . .  .  31 99
NARRICEI .  l e  atit 1 E 4 9  KI1 1 3 5  CIJEST 1. 2  6 ,IFSIEFMA i 2 2 . *  2 2 9 4

• HieGo m aY  IMO  1 9 9 9 .  1 5  98 K I N GS  CISEST 4 .  _  . .  . .  . . .  . .  .  2
,  e g-F r l e  50 1 1 9 9  K I N GS  GUEST 4 II MEG1 2 1  99 . .
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SPACE ACE ,  2 7
9 0  
2 7 9 8
SPACE GUEST 1 SEJESIRA1 .  l e g e  r e  09
SPACE OUEST 2 tBIERRAI 1 6 . 9 9  1 6 9 9
SPACE GUEST 3111E192A 2 2 . 9 9  ,
9  g eSPACE ACEILIE . . .  .. . . .  .  1 7  01 1 1
1 9SPEEDBALL 2 . .  . .  r 5 . 1 1  I S *
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S l E vl  0A415 SPICOIER 1 2 9 4  1
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STOS COMPILER r  319
STOS MAESTRO , HARDWAME 4 7 1 . 9
STOS SPRITES 600 .  .... .. .  r  .
2 9 9 SUBBUTE0 .  t 5  de I S  99
SUPER GRISALINNER -  1 1 4 1  7  Se

SuPREMACy'  1 1  42TEAM YANKEE. .  . . .  _  ..._ ,.. r T ie  . 1  7.111
TEEN MUTANT 14P4JA TURTLES 2 . 1 9  •  . . .
IIHE KEEP •  •  6 9 9  . 1 6 .1 1
TNE ',DST PATROL .  i d 4 9  16•59
THUNDERSTAIKE -  I l l  91 1 1 9 9
nME IMGNINE .  .  . . . . 696 l e  911
T1MEWOR145 DTP
TREASURE TRAP _ I E E E  ...tS Pi
TALASAYCA 3 ,r -  - -  -  r e  90 r  999
TRIP A !RO N . .
,
7 1 1 9  
1
7 9 9

 TURN iT .SHANGHAI VARIART. . . . S I N  .  .
TURRICM1
12 'SPORTS BASKETBALs . .  1 1 .4 9
uLTIMA 1• 1
,
2 2  
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4
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LA1S Ci vt WAR DISK . •  _  1 • 0 1  1 9 9
ulAS VIETNAM CASK . 9 . 9 9  •  e h
UNIVERSAL Mit GARY SiM Z  1
9 1 9  .  .
1 9 . 1 9
VENUS "D• IE FLY TRAP r  449 1 4  19
WAR JEEP .  . .  . .  .  .  •  449 161.9
wAIIIHE AO .  ,
6  9 2  •  1 5 6 9WELLTRIS . 1 1 1 4 9  . 1541 .
WHEELS 01  FIRE 1 9  99 A i  SO
WINOS r1 M E G 1CINEMAWARE) 1 9 1 1
WIPE OUT 1 2 . 9 9  . 1 1 1 0
WISEORINGER rINFCCO al . .  . .  7 .9 9  .  -
WCRIKBENCH 1_3
WORLD 80X953 MANAGER 1 1  111 r i  41
Yo011iD CUP SC.Cce a ,raLiA 90 t2 el 1 3 4 9
KO UT 1 2 9 9  r 2  11
SCENC610aP Fr 1 2 . 9 9  I S  22
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P r k

, THE GAME YOU ARE LOOKING FOR IS NOT IN THIS LIST PLEASE CHECK THE MEGA-SAVERS BELOW.
PHONE US ON THE SALES LINE (0279 600204) FOR WIDER SELECTION AND LATEST RELEASE DATES.

,YISEON M AS TE R10,99

BEAST 9.99

Iii NON i• 7 . 9 9

AMIGA Mega-Savers
30 POOL . .  . 5 4 6
ALTERED BEABT 7 . 4 9
ARCHIPELAGO S.
Ausretturzioarna OF)
BAAL  L I S
BALLISTIS,  4  99
BALLYHOO illegODOG1  7 . 9 9

BATMAN THE RO RIE . . . . . .   1 1 , 0 9
BATTLE SQ UADRO N A A R
BLACK CAULDRO N
Bk ACA LAMP  6 4 9
SLOOD MCNEY
BLO O DWYCH 6 / 6

CANESSMASTER 2000 . . .  6 _ 9 9
CHRO NO GUEST 2 . 1 1 . 4 1
CLOUD Pc ANGOOMS . . .
CORRUPTION 1M . . . . .  __ALM
CUTTHROATS ,INF0001111 . . . . . . .  - - g e e

DRAKKHEN,  g e
DUNGEO N M AST /R(1  M E G; 1
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1 0
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PoOTEIALL M ANAGERS
EXPANSION

FOOTBALL MANAGER
WORLD CUP EDITION ,  . . . . . . . . .
Fuld SCHOOL 2 12-45I  7
-
1 1gum 5014001 2 le o  - .  . . . . . . . . . .  _7.49GNOME RANGER (116111111  5 . 0 0
GRAND PIlla CIRCUIT . . . . .  - 1 , 9 0

GRAVITY GUILD CR THIEVES 8 . 9 9

HOSTAGES 7  99
HUNT FOR RED O CIDGER . . . . . .   8 .9 9
9IY9995 .  1 _ 1 1 9
& FIDEL 1
0
0
1
0 0 0 4 6 /   
7
9
9

IRGRID5  BACK (LEVEL lit  7 1 7 9
IT CAME FROM THE M E M O  ING1  11)29
JINXTER !MSCRO LLS)
KICK OFF  A g e
KID GLO ve ll  S e e

KRISTAL  1 0 _ 4 9
KIAT   1 0 , 2
LANCELOT BEVEL  SI)  6 6 9
LEISURE SUIT LARRY 2 ( W N W  _ 1 4 .9 1
LOMBARD RAC RALLT 1 . 9 9
LORDS De  THE RISING SUN  9 . 9 9
MENACE
MG•ONMISTIIIIPOCOMF
NEVER MIND G A B
NIGEL MANSELL'S GRANO PRUE 1  19
NORTH AND SOUTH .  .  10.92
PACL AND  4 6 9
PACIAANIA
9 A &SING M OT (TEN9490 ...... _-____499
PadroN INSCROLLS) a l e
PHOTON PAINT . 6 4 9
 POWER DRIFT
PURPLE SAIL IRN DAY . . . . . . 5 9 4
ROCKET RANGER
SEASTALKER rINFOCOMI  1 3 . 9 6
SHADO W OF THE BEAST I  90
SHO O t • ESCLYP CO HEIR'  KIT
SILENT 9ERV2CE (SOB faIN; 8  ag
S P UM Y  1 3 . 9 09 8
9 0
- 6
* 4
1

SAYFOX
SPACE HARRIER 2  9 . 9 9
SPEL I BRE AKEll ,INFOD0611 - - - - I S  99
STARCROSS tINE000161 „  1 3 9 9
STARGLIDER 6 - 4 9

SWO RD OF SO DAN  1 . 9 9
TEENAGE O LKEN !STRIP P01(E911
THREE STOOGES (O NES/AWARE' - - l e e

TRIAD 4012 catioACL BAAL.
9 9

TURBO CUP 4  leg
TV SPORTS RLS)RXITBALL ,  1 1 . 9 9
Tv SPO RTS BASKETSALL 1 1  TA
UMS UNIVERSAL  MILITARY SIM_  9 9
VIRUS . 0 4 9
VOYAGER „  G e e
tSATENIDO .  - .......
WITNESS IINF000111  A L S O
XENOH2 MEGAILAST

-
SWORD OF SOCIAN 9 .9 9

KICK OFF 6 .9 9

pAwii 6.99

Mart MAGA S T

OR JOIN EUROPES BIGGEST ADVENTURE CLUB

OFFICIAL SECRETS
All the benefits of Special Reserve plus:

,  •  C onfi de nt ia l. O u r  3 2  page  bi-monthly magazine  is essentia l
'eading for those  interested in  adventures Or role  pla ying ga me s

Writleri by experts. Confidentia l has covered everything frOni H ow to
Host a  Murder to Which F1 6  Flight Simulator? O u r  agents, le d by

the M a ste r Sp y known a s "The  Bo ss U psta irs'. se e k out the
secrets of R PGS. FRP's,  M U G's. PBM 's. Le isure  Suit  La rry.

The Russians,  Eivira   a n d  more

. . •  S t m  C it y o r  D ra kkhpn r r p  2 9 .9 9 ,
- C hoose  one free with membership
of Drakkhen. ST Action said: "Drakkhen

really Impressed me . F o r  me  t h e  ga me  wa s a
Subtle  cro ss be twe e n m y a ll- lim e  fa vourite .
Dungeon Master, and the SSI fantasy r o l e
-
p t a y i ng

ga me s. T h e  g ra p h ics a re
superb.... Ove ra ll,  Dra kkhe n
IS an excellent FIPG, one that
will ta ke  quite  some  time  to
beat" and Ze ro sa id : 'Absolute ly
CH Sim City. ACE said:'Sim City IS a polltician's -
or a gaMOSDIayer'S dream.,  comparisons
spring immedia te ly to  mind with Populous, - but
Sim City seems to have  much more  de pth ...' and
C&Ila said: "Sim City is utterly lab'

Myth. Wrrt t en by Magnetic Scrolls, authors of The Pawn,
e*CIUSIVely for members of Offloa l Secre ts. M yt h  is a  mini adventure
set in  Ancie nt  Gre e ce .
In i t  yo u ' l l  m e e t  T h -
,Ferryman, che a t De a th
and f a c e  t h e  n i n e -
headed H yd ra . M y t h
include s t h e  f a m o u s
Magnetic Scrolls parser
and g ra p h ics a n d  i s
included in the price of
membership
Amiga For m at said:
'An B4C911901 adventure,
witty, cunning and just plain good fun' I t  you hked Fish! you'll probably
fike this,  be ca use  they're  ve ry simila r rn style
-  y o u  m a y  e v e n  
p r e f e r
M yth. it's  tha t good
Myth Ratings: Crash 91%, CU 90%, Amiga Format 87%, TGM 85%

- Ad v e n t u r e  H e lp -L in e ,  M a n n e d  we e kda ys un t il 8 pm a n d  on
Saturdays - t o  help you solve  most games.

Annual Membership to Official Secrets
With 6 issues of Confidential. Myth.
Drakkhen or Sim City. Help-Line

and membership of Special Reserve.
E29.99
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Please rush me a copy of Bug-Bash/Nucleus

g I  enclose a cheque/postal order for 02.99
: plus  £1.00 post and packaging

NAME•
I ADDRESS

P O S T C O D E

ICROTEC

,V.1CROTEC ENTERTAINMENT, 61 STRO1!' c.JtEEN ROAD LONDON N4 3EG.

'mow-ob. THE.•• Am
IcAor  M k _

‘
1
'
,
*
!
•
1
\
0
k

P h o n e

To order by Access or Visa
RING

071-281 9022
Also avai lable from your local computer store
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Could you tell the difference between
Luke Skywalkers body an d  Darth
Vader's legs? For Kati Hamza it's all in a
night's work.
AMERICA, land of enterprise, land of opportunity. A place
where mult i-nat ional corporations get rich by manufactur•
mg factories full of plastic merchandise, and shift workers
can still earn enough cash to buy a bungalow with two
bedrooms, a toaster and a bathroom en suite Enter Fred
and Fiona Eixit, two penniless, hard-working people with a

• serious fortune to make.
The place that's sure to make their dreams come true is a

factory. At Industrial Might  and Logic they make dolls -
anything Lucast ilm, f rom t iny  R202s t o smiling Luke
Skywalker's and  s hiny  C3P0s.  They  are  made  and
manufactured by a huge machine and when the sun goes
down the Fixits are in charge.

A Job is what  you make of  it :  i f  the night 's quota of
specified dolls is moulded and crated at the crack of dawn,
prosperity is on its way. A pile of rejects, on the other hand,
means unemployment, pain and abject misery (and Game
Over).Ni

4
.

A QUICK word u I l i  Fra nk Foreman
precedes e a ch shift. H o  disma ys the
evening's quota . spe cifying the  type ,
number a nd co lour of the  re quire d dolls.
Grey encourages cre a tivity. An y sha de  is
acceptable a s long a s head a nd body
match. A pa ssword syste m sa ve s pla ying
through fa milia r quota s ove r and ove r
again.

tar

SAFETY sta nda rds a nd IML do not mix.
Every now a nd a ga in the  gove rnme nt ge ts
concerned for your sa fe ty a nd se nds in
Larry The  La wye r to  sma ck you ove r the
head. Whe n i t s  not la wye rs,  le mmings are
11•N bane  of your life . The y nudge  into you.
turn switche s on a nd off and contamina te
the pa int. The  only wa y to ge t rid  o f  the
craters is to  hoove r them Out of the  wa y
or trick the m with a  le mming tra p

M OP S - U M M I M I A l l g e t — w - I C• I .

THE ONE
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M EET the F ixits. 1 n t ile  la nd of  opportunity discrimina tion is taboo. Whe the r you p ick
Fred or Fiona  the  gameplay sta ys e xa ctly the  sa me : the  only thing tha t diffe rs is your
ha irstyle  and the  colour of your boile r suit

ght Shift

NOW•
REVIEW

AMIGA
PRICE E 2 4  99
OUT November

125
NIGHT SHIFT
Lucastilm
Games And US
Gold

IBM PC AND
COMPATIBLES
PRICE £ 2 9 . 9 9
OUT November
GRAPHICS 8 6 %
SOUND 8 5 %
PLAYABILIPI 92%
VALUE 8 6 %

OVERALL

9 0 %

ATARI ST
PRICE E 2 4 . 9 9
OUT November

o  a
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THE BEAST : a
heap of cla ppe d
out junk tha t
requires tender,
loving ca re . The
areas in  silhoue tte
are o n ly revea led
when you ca n
handle the
mechanics.
better a t your lob.
The ma gic mixture
is le d in  he re  at the
lop,  wa rme d by the
giant bunse n
burner a nd mixe d
in the  wa shing
machine. Ke e p a n
eye on the  bunse n
flame i f  it  ge ts
too hot most of the
plastic simply
evaporates.

MOULDS turn
shapeless pla stic
into bodie s a nd
heads. The y a re
painted, na iled
together a nd se nt
through qua lity
control,  For a
hassled
shift-worker
pickups a re  pe rks
of the  job. The y
Come in  the  Shape
of ha ndy tools like
matches, spanners,
hoovers a nd units
ol e xtra  time .
Others a re  tra ve l
a ids b a l l o o n s  for
the upwa rdly
mobile, umbre lla s
to cushion a  fa ll.

WHO N EED S
e le ctricity whe n
you ca n do  t ith e
old-fashioned wa y?
At IML i t s
muscles,  not
mains, tha t
generate the
power. A fe w
seconds of  hard
pedalling Should
last the  whole  of
the sh if t  though
there 's a  wa rning
signal I n ca se  the
power runs too
low.

MODELLED,
painted, inspected
and glued, the
finished product
has to be
channelled Into the
appropriate  cra te .
The one  ma rke d
with a
question-mark is
for misce lla ne ous
items.

PC

NOVEMBER 1290

: $ 0 0 0 0 1 0 0

IIROES: 0 0 3 1 6 1 2 0
AT TH E e nd o l the  shif t . Fra nk Foreman a sse sse s your
achievements. A  we ll-handled shif t  means your job  is sa le  A
cash bonus is awarded for e ve ry e xtra  doll made . Re je cts a re
itemised a nd deducted from your wage . M iss your quota  a nd
you a re  fire d.

JA
Ia

, 
'
k 
I  
,  
.
1
,  
,

wiroollt04051 . 1 1 1 5  OALII
AAL —

N11"-l-lrlf SHIFT'
THE FRUITS of your la bour a re  reflected in  the  sta te  of  your
home. As you ge t good a t your lob,  yo u r tiny one -bedroom
sha ck is transformed into a  many-roomed ma nsion with ca r,
kids a nd ca t.

It's impossible t o write a wholly  original
game, but Night  Shift is the next best thing.
Complex plat f orm elements ,  t o p  c lass
puzzler a n d  met iculous ly  work ed  o u t

gamedesign add upto a product that's uniqueraddictive
and ut t erly  absorbing.  Th e  key  i s  t he  elaborate
mechanism of  the IN& machine. There's so much to
discover in so little timethat it takes agesto suss it all Out.
Collectibles in the form of a diverse selection of puppets,
different coloured paints and crazy pickups guarantee
hours of  innocent fun. It does take a lit t le while to get
used to the concept of  a huge graphically interactive
machine, but the outstanding presentation aryl 1
- t e l p f u ldocumentation go a long way towards alleviat•ng that.
Half the pleasure is working out where you have gone
wrong. The rest comes from congratulating yourself on
a massive bonus score at the end of a smoothly handled
shift. And with slick graphics. polished animation and
excellent gameplay to tempt you back, once you start
your shift you won' t  want to give it up.

This Beast looks, moves and plays exactly
likethe PC version. The only real difference is
in the enhanced quality of  the sound.

Amiga-owning shif t  workers  can expect
exactly the same night t ime experience as
their S T us ing chums. Rates of  pay  are
uniform.
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ap so deadly that it has remaineinv io la te  for live centuries, so Ingenious that
gently lures an intruder to a certain death, a trap worthy of Shankriya, the

magician king, a tyrant and absolute ruler of vast lands.
The trap is set in  a multi level labyrinth deep in the bowies of the earth and
populted by creatures vile, vicious and venomous. Within it lay hidden the magic
scrolls, source of Shankriya's power,
Only a very brave man, dexterous, with exquisite Sense of timing, versed in martial
arts and a fl air for mix ing potent magic potions, can ever hope to survive the
infamous DEATH TRAP

ANCO SOFTWARE. UNIT 10, BURNHAM TRADING ESTATE,
LAWSON ROAD, DARTFORD. KENT

HONE No.0322 92513/9251.8 FA X  No 0322 93422

AMIGA & ST E24 99
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'ISSIJE FIVE February 1989
' Reviewed Cosmic Pirate, D'agoes Lair_

Mayers Guide Operation Woll Feature
Cyherpunk

ISSUE SIX March 1989
Extra! Disk With &asteroids (Amiga & Atari

:• ST) Reviewed Blasteroirts, Jettigeter Fi r s t
, Work In Progress Rainbow Islands Players

Guide Falcon Feature Arnold
• war ter iegger

•

PLEASE SEND ME THE
FOLLOWING BACK

ISSUES OF THE ONE...
(Tick The Required Boxes)
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11 19 E2.00 1 1 2 0  £2.00 2 1  £2.00
D  22 C2.00 D  23 C2,00

NAME
ADDRESS

POSTCODE

I have enclosed a Cheque/Postal Order
(no Cash please) for E made payable to
The One

BACK
ISSU
Free'
(Alan
Traders. IK ,
Virus Feature Intr
Technology

October 1988
usion (Amiga) & Nebulus

ederalion Of Free
layers Guide

ISSUE TWO November 1988
Free! the One Directory To 16 a i l  Soltwaie
Reviewed Barbarian II, Elite. SDI P lay ers
Guide Starglider II Feature Interactive CD

Please send your Cheque or Postal Order
to the correct amount to The One Back
Issues, PO Box 500, Leicester LE99 OAA.

All prices include postage and packing. Please
note that most issues are in short supply In the
event ol the required issues being sold Out your
money will be refunded within 28 days of receipt

Fulfi lment: M a n Wells Internolional. PliembeflIne
Mouse. Famelon H oe d M arkel liarborough, Laicaslor
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BACK
ISSUE SEVEN April 1989
Reviewed Archipelagos. Lords Of The Rising
Sun, and Populous, Wor k  In Progress

gotten Worlds Players Guide Federation
Of Free Traders Feature The F-16

ISSUE EIGHT May 1989
News Watchmen Reviewed Forgotten

h Work's. RoboOop., Silkworm... Work InProgress Xenon 2. Megablasl Players
 Guide Populous Features The Sega

MegaDrive, Sierra On Una

giv
ISSUES
ISSUE NINE June 1989
Reviewed Kick Ott, Rick
Dangerous. RVF Honda W or k
In Progress It Came From The
Desert TV Sports Basketball
Players Guide Feature Horror

ISSUE TEN July 1989
Reviewed The New Zealand
Story... Feature Review
Licence To Kill Work In
Progress Hawk Meyers Guide
Forgotten Worlds Feature
Acorn Archrrnedes

r  ISSUES
ISSUE ELEVEN August 1989
Reviewed Xenon 2* Megablast, Rainbow
Islands. Stunt Cat Racer W or k  In
Progress Accolade Players Guide wicked
Features Dave Gibbons
ISSUE TWELVE September 1989
Reviewed Paperboy, Strider W o r k  In
Progress Bullfrog, Hard Orivin Players
Guide The New 7ealand Story Feature
Quasar
ISSUE 13 October 1989
Reviewed Bomber, Damocles. Women_
Work In Progress Power Drift PlayersCK,nt 'Prn ifk re-instruction Kit

E-
ter

Feature The Nintendo Phenomenon

41
BACK
ISSUE 14 November 1989
Extra! Populous Scenery Dish (500 New
Lands. Amiga & Atari ST) Reviewed Batman:
The Movie, Future Wars. Intetohase W or k
In Progress Chase HO Players Guide
Xenon 2 Megablast

ISSUE 15 December 1989
Free! Disk Labels Reviewed F-29 Retaliator,
Hard Drivel' Featur e Review' The
Untouchables, It Came From The Desert
Work In Progress Myth. SiMulCra... Players
Guide Fighter Bomber Feature Artilioai
Intelliqehoe

BACK

•
ISSUE 16 January 1990
Free! 1990 Yearplanner Reviewed
Indianapolis 500. °potation Thunderbolt.
Space Ace_ Work In Progress Resolution
101, Midwinter Players Guide klieg:Mese
Feature Robots

ISSUE 17 February 1990
Reviewed Chaos Strikes Back, Midwinter...
Feature Review Lost Petrol Work In
Progress Nighibreed, impenum Players
Guide Operation Thunderbolt Feature The
Satellite Game

r m
-
E
m
m i
m
m
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ISSUES
ISSUE THREE December 1988
Free! 1989 Wallpianner Reviewed Batman,
Falcon. Operation Wolf.. Players Guide
Speedball Feature Japanese Technology

ISSUE FOUR January 1989
Reviewed Afterburner, Double Dragon.
Thunderblade... Players Guide Rocket
Ranger Feature Future Cinema

ISSUES
ISSUE le March 1990
Extral Disk With Pipernania (Amiga & Atari
STI Reviewed E-Motion, Pipernania,
Warhead W or k  In Progress Psygnosis,
Cadaver Players Guide Tower Of Babel
Feature Handheid Consoles

ISSUE 19 April 1990
Reviewed Escape From Singe's Castle.
KlEor, Player Manager... Work In Progress
Operation Stealth, Soeedball 2. Players
Guide Rainbow Islands Features Pinnall,
inside Atari Games

BACK
ISSUE 20 May 1990
Reviewed Escape From The Planet 01 The
Robot Monsters, Hammed's,. Loom., Work
In Progress Killing Cloud, Kick Off 2.i.
Players Guide Midwinter Feature
Data-Linking

ISSUE 21 June 1990
Free! World Cup Watichatt Free!
Encyclopedia 01 16-Bit Games Part One
(Crack Down, Kick Ott, Klaxl Reviewed
Railroad Tycoon. international 3D Tema's-,
Work In Progress Corporation. Flight Of TN
Intruder, Vaxine Featur e Soccer

ISSUES
ISSUE 22 July 1990
Free! Encyclopedia Of 16-Bit Games Part
Two (Hammerfist, &Motion. Zany Golf)
Reviewed Kick Ott 2, PGA Tour Gott... Wed
in Progress Powermonger, Wonderland
Feature Martial Arts

ISSUE 23 August 1990
Fre& Encyclopedia 01 16-Bit Games Part
Three (Projectylet Reviewed Corporation.
Oops Up, Plotting W or k  in Progress
Supremacy First The One On One Chris
Achilieus Features Future Sports, Billy The
Kid.. Aliens
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It's big! It's loud!
It's the Commodore Christmas Show
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London Novotel • 16th-18th November 1990

L ook  out London, the seventhCommodore Christmas Show is
in town from the 16th-18th November:
Stacks of new products and over 100
exhibitors adds up to the most exciting
Commodore Christmas Show ever.

All the major software houses
will be there to preview their new
releases for Christmas - great new
Commodore games, leisure and music
software for youth take away on the
day!

And that's not all! The Christmas
Show is  your chance to experience
stunning new technologies seen here
for the fi rst time.

T i c k e t  H o t l i n e
0 5 1 - 3 5 7  1 2 7 5
So save yourself El a ticket and call the Ticket

Hotline or mail the coupon from this ad before Thursday
l i t  November!

The Commodore Christmas Show
Friday 1 6 t h  Nov 10am-5.30pm
Saturday 1 7 t h  Nov 10am-5.30pm
Sunday 1 8 t h  Nov 10am-4.30pm

•  Only Commodore specific show before Christmas
•  Over 100 exhibitors '000s  of new products!
•  Commodore Theatre and Games Arcade - masses of

exciting new product launches!
Admission Prices
Adults E 4  in advance, E5 on the door
Children E 2  in advance, E3 on the door

Ez Commodore
Commodore Christmas Show, Database Direct, FREEPOST, Ellesmere Port, South Mrral, IA5 3E5. 051,357 1275

O tt modoref
—
N
A
s  
S
H
O
W
/

OK Commodore

111"17.01My 199)10
CHRISTMAS SHOW

Yes! I've Just got to get along to the the
Commodore Christmas Show. Please rush me -

Adult @ ti6 DI _ U n d e r - 1 6  013  E2
▪ am sending a cheque for f
'Please charge E t o  my *AcceasmVisa

Card number

Expiring

Name

Address

P o s t c o d e

Telephone
Please send your application form and cheque or credit
card details to - Commodore Chnstmas Show,
Database Direct, FREEPOST, Ellesmere Port,
South Wirral, 1,66 3E13.
*Please dame am appropriate
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THE SECRET
OF MONKEY
ISLAND
LLicastilm And
US Gold
IBM PC ANCOMPATIBLE
PRICE 129.99
OUT N o w
GRAPHICS 85%
SOUND 7 1 %
PLAYABIUTY 91%
VALUE 8 8 %
OVERALL
90%
PRICE 124.99
OUT M i d  1991

PRICE 124.99
OUT M i d  1991

FIFTEEN MEN ON A DEAD MAN'S CHEST
MODERN piracy began when the Mediter-
ranean was  plundered by  opportunist
swashbucklers in the early 1500s. Some
groups o f  Moonsh corsairs were s o
successful they even managed to estab-
lish mini-kingdoms on the North African
coast. At the same time as widespread
famine, overpopulation a n d  crippling
taxes were causing hardship in Europe,
valuable trade routes to the New World
were opening up.

It was easy pickings for desperate men.

THE ONE

The pirates worked in large crews, elected
their own  captains (who somet imes
commanded fleets of  ships), and often
enjoyed official government sanction to
raid enemy convoys whenever they could.
They started poo', but there was plenty of
opportunity to get very rich.

By the end of the 18Ih Century %Men
Europe was heading for greater stability
and its naval power was strong enough to
police the waves, flesh and blood pirates
had virtually d ied out ,  though t hey

NOVEMBER 1990

Secr

_ova

THIS IS wher s t o r y  begins.
ountain-top I k o u t  of Melee 151
Say The old sea-dog keeping wa i s  as
ind as a bat and unnaturally ner s  of

roaching danger. He listens
If-attentively to Guybrush's ambition to
ome a w a f t  and idly points the way

the Scumm Bar, down the cliff path.

continued to live on in fiction. Most feared
and respected among literary pirates are
Treasure Island's Long John Silver and
Peter Pans Captain Hook. Swashbuckl-
ing movie versions tend to rely on frilly
shirts, lashings of rum and a hefty dollop of
romance: Captain Blood (1935), The
Crimson Pirate (1952) and Blackboard
The Pirate (1952) are among the best,
Rob Reiner's fantasy spoof The Princess
Bride is certainly worth its seasall• too,

Lucasfilm Games' n e w  adventure
makes a  monkey o u t  o f  Gordon
Houghton.
DEEP IN THE heart of the Caribbean lies the island of Melee
iTM). I t 's  the late 1600s, and the place is packed wit h
swashbuckling pirat es  a n d  v oodoo.  B u t  f o r  s o me
mysterious reason these pirates  aren' t  buck ling any
swashes and no one wants anything to do with voodoo
hoodoo.

Enter Guybrush Threepwood (that's you), stage right. All
you ever wanted to be in life is a pirate, downing barrels of
grog, rov ing the high seas in search of  booty, laughing
dismissively at opponents in a sword fight. The trouble is,
no one seems to take you seriously. The only way that you
can earn the respect of  your piratic peers is to unravel._

Cue, - Dramat ic  Music The Secret of  Monkey Island
(TM)!

•



r e t  Of Monkey Island
s*,

1

NOVEMBER1990

My name's n e a k  t o m %
Ar t 9ou a pi r ate o n  I bt  On wit.r or tur
7Who's in char9e har t?
Not  tal dno t o 4,tou.

THE SCUM M  BAR  is  a  d o cksid e  d ive  o n  t h e  o u t skir t s o f  the
town. M o st  o f  i t s  clie n te le  appear d ru n k o r  a sle e p . b u t  a  f e w
are w il l in g  t o  talk_ Af t e r g a in in g  so m e  vit a l in f o rm a t io n  a b o u t
recent e ve n t s o n  th e  isla n d  a n d  list e n in g  t o  a  b la tan t  advert ,
Gu yb ru sh  st u m b le s u p o n  t h is weather-beaten se a  sa lt ,  w h o
te lls h im  a b o u t  a  p ira te  named L e Ch u ck a n d  h is  re la t io n sh ip
with t h e  Go ve rn o r o f  t h e  isla n d . M o re  sig n ifi ca n t ly f o r n o w,  h e
d ire ct s Th reepwood t o  th e  th ree  im p o rta n t -lo o kin g  p ira t e s in
the n e xt  ro o m

THIS TRIO in tend  t o  m a ke  a  sw a sh b u ckle r Out  o f  o u r h e ro .
Times a re  h a rd  in  t h e se  p a rt s a n d  re cru itm e n t  t o  t h e  p ro f e ssio n
is in  a  sta te  o f  nega t ive  g ro wth ,  so  t h e y g la d ly a cco m m o d a te
h is d e sire  t o  t u rn  p ira te . Howeve r,  b e fo re  Gu yb ru sh  ca n  even
contempla te  sw ig g in g  g ro g  w it h  t h e  b e st  o f  them, h e  h a s t o
undergo th e  Th ree  Tria ls,  m a st e rin g  th e  sw o rd  t in  o rd e r t o
defeat t h e  Sw o rd  Maste r),  a cq u ir in g  t h e  a rt  o f  t h ieve ry,  a n d
learn ing h o w  t o  fi n d  b u rie d  t re a su re . Wo rse  st ill,  h e  needs
proof that he 's succe ssfu lly a chie ve d a ll three_

MEANWHILE,  Le C huck's ghost ship  is anchored in  a  rive r of
lava deep beneath  M o n ke y I sla n d  I TM l. L e Ch u ck t r ie d  t o  g a in
the lo ve  o f  t h e  Go ve rn o r o f  Melee I sla n d  (TM ) b y sa ilin g  o f t  t o
unravel t h e  se cre t s o l  t h is u n h o ly p lace ,  b u t  a  m yst e r io u s st o rm
blew u p  and  sa n k h is  ve sse l,  le a vin g  n o  su rvivo rs. No n e  the
worse  for be ing deed,  he  fi lls h is t ime  sa iling the  wa te rs
between the  two isla nds,  frighte ning pira te s into sta ying on
land, a nd ha tching a  dia bolica l plot. I t  a ll me a ns bad ne ws tor
Guybrush.

THE ONE

"There," he
cried.

"That's what
I think of ye.

Before an
hour's out I'll
stove in your

old
blockhouse
like a rum
puncheon.
Laugh, by
thunder,
laugh!

Before an
hour's out
yell laugh
upon the

other side.
Them that

diell be the
lucky ones!"

"Fifteen men
on the dead
man's chest

yo-ho-ho
and a bottle

of rum!
Drink and

the devil had
done for the

rest
Yo-ho-ho

and a bottle
of rum!"

Extracts From
Treasure Island
by Robert Louis

Stevenson

RETURNING to the  lookout post  Guybrush d iscove rs there  is a
path which le a ds to the  re st of  the  isla nd's loca tions: a  t iny
isle t to  the  north,  a  fore st cle a ring,  a  ma ze -like  fork in  the  road,
myste rious lights,  a n unknown house ,  a  bridge  gua rde d by a
wise -tra cking troll w h i c h  should he  visit  first?

THE TOWN  is  a  vit a l so u rce  o f  in f o rm a t io n  a n d  equ ipm en t . A s
well a s a  su sp icio u s- lo o kin g  st ree t -co rne r 'm a p ' se lle r,  t h e re  is
a g ro u p  o f  lo ca l p ira t e s w it h  lo o se  tongues,  a  fo rtune-te lle r,  a
prison occupie d b y a  ha litosis•trouble d prisone r on a  ra t diet,  a
deserted ch u rch ,  a n  e n ig m a t ic she rif f ,  a n d  a  ru b b e r ch icke n
with a  p u lle y in  t h e  m id d le . Howeve r,  o n e  o f  the  m o st  im p o rt a n t
places is th is genera l store . The  hoa ry o ld  shopke e pe r se e ms
to ha ve  conne ctions with the  isla nd's Sword Master,  a nd will
de live r Th re e p wo o d 's re q u e st  f o r a  due l w it h  h e r if  a ske d
n ice ly. H is  sh o p  a lso  co n t a in s a  sw o rd  a n d  a  sh o ve l,  w h ich
prove u se fu l t o r  a  co u p le  o f  t h e  Tria ls,  b u t  t hey a re  q u it e
expensive  it e m s. I t 's t im e  t o  se e k o u t  so m e  e xt ra  ca sh .

GUYBRUSH lo ve s a  circu s,  so  h e  d e cid e s t o  vis it  t h e  Big  To p .
Inside h e  fi n d s t h e  co w a rd ly Fe t tucine  b ro t h e rs a rg u in g  a s t o
who should re he a rse  the  huma n ca nnonba ll trick,  I f  only he
could find a  he lme t. Threepwood could  be  the  guinea  p ig
himself,  a  feat wh ich  should prove  re wa rding.
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PERKY
PIRATES

FOUR of the
best...

CAPTAIN KUM
COMMISSIONED by

New York
governor to

suppress piracy.
Kidd became a
notorious pirate

himself in the  late
17th century He

terrorised the seas
for three years

before eventually
being arrested and

hanged

HENRY MORGAN
PROBABLY the

most famous
Caribbean

buccaneer,
Welshman Henry

Morgan made war
against Spain and
sacked Panama in

the mid 1600s, with
the unofficial

sanction of the
British government

He was later
knighted and

became Lieutenant
Governor of

Jamaica

BARTHOLOMEW
ROBERTS

(1682-1722)
AFTER being

captured by pirates.
Roberts fs British

Navy captain)
eventually

capitulated and
ickned with thern In
the early 1700s he
became one of the

richest British
buccaneers and was

killed, ironically, by
the Na vy he 'd

L'OLLONAIS
CHRISTENED

Jean-David Neu, this
man from Oilone in
Brittany was among

the most ruthless
pirates who ever

plundered. murdered
and stole He was
so nasty his own

crewmen eventually
deserted him and

left him to be
poisoned and

clubbed to death by
an Indian ambush.

PIRATE
PATTER

Ahem Jim Lad!
Avast. Me Hearties
, Avast, Ye

Landlubbers!
Shiver Me Timbers!

Yo Ho Ho And A
Bottle 01 Rum!

PIRATE
PARROT
PATTER

Pieces Of Eight!
Pieces Of Eight!
Pieces Of Eight!Skraaarrki

•Sipet•

THE MANSION house is the home ot Governor Marley. and the
place where some loose ends are tied up. Using the cunning
required of  e ve ry pirate ,  Guybrush slips pa st the  de a dly piranha
poodles and ste ps inside . I n orde r to  a cquire  the  a rt of  thie ve ry
he must ste a l the  golde n idol. Bu t  how ca n he  do it? An d  is
Governor Marley as cold-hearted as people have made out?

PCOne of the criticisms levelled at Loom was
that it was far too easy to complete. This was
partly due to the abandonment of the text
command and object inventory combina-

t ion used in other Lucasfilm adventures_ The Secret Of
Monkey Island (TM) returnsto this formula, and is all the
better f or it .  The combinat ion o f  excellent writ ing,
devious puzzles and the ability  t o shape your own
narrative work s  brilliant ly :  i t  uses t he of f -the-wall
humour of Zak McKracken and the depth and variety of
Indy to create a cracking game. The gameplay is very
well structured: you can mess around with most of the
different responses in conversations (and so wander
down the adventure's offbeat trails) and still achieve the
desired result. As a result it's easy to explore, very hard
to put down, and still packed with devious puzzles and
curious objects. The t one is  exactly right ,  passing
comment on the cinematic cliches of pirate films as well
as throwing in the usual references to other Lucastilm
games and some excellent 'extras -  try talking to the
dog in the Scumm Bar, or watching the fight scene in the
mansion house. The constant TradeMark brackets after
every mention of Melee Island (TM) or Monkey Island
(TM) can get annoying, as can the learning of insults for
sword fighting, but these are more than made up for by
the pos it ive elements:  constant  surprises, brill iant
humour, impressive spot effects and great depth. Not to
be missed.

ST An ST version has just been started, which
will feature the same gameplay as the PC
version reviewed here. As with Indy, it will
probably appear on half a dozen disks, and

there are even rumours of clue books and T-shirts.

The Amiga version is also being program-
med right now, and is due for completion in
about six months.  Again,  as with Indy it
should come on three or four disks, and

gameplay will be virtually identical.

ONCE he's inched his way past the ugly
blue troll on the  bridge  and bought a

sword, Guybrush visits Captain Smirk in
his lone ly house  on Melee  I sla nd's (TM )

eastern coa st for a  spot a t tra ining in
swordsma nship. De ciding tha t despera te
times call for desperate measures, Smirk

employs the services of a mechanical
machine to work Guybrush into the
correct physica l sha pe  for comba t.

However, physica l prowe ss is only ha lf the
discipline ,  our he ro must le a rn the  a rt of
repartee and insult in order to complete

his training. Many a contest with the
island s roving pira te s lie s ahead until he 's
learned the correct responses and is fi t to

face the Sword Master.
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o l u i  PLUS SOME PIRATE VIDEOS!
All Courtesy Of US Gold
TO CELEBRATE the release o f  Lucasfilm Games' quality graphic
adventure, The Secret Of Monkey Island, US Gold is indulging in a little piracy
— on the high seas that is. Somewhere on Skulk Island is buried treasure_ No,
not gold and trinkets and all that stuff, but a swish Sony Video Cassette
Recorder and five pirate videos (videos about pirates). including Treasure
Island and The Princess Bride. All you have to do to stand a chance of winning
all this lovely booty isfind the treasure. On the map below, recovered from the
wreck of Cap'n Hook"sown ship, are marked 11 locationson Skulle Island that
might be the location of the treasure. Fortunately, some scraps of parchment
from the Captain's Log were also discovered, and these give clues as to the
whereabouts of the treasure chest. Read them and mark on the map (or a
photocopy), a cross at the point you think the treasure is to be found. Then
send your map with your name and address to: YO HO HO, The One. Priory
Court, 30-32 Farringdon Lane, London EC1R 3AU, to arrive no later
November 28th 1990. The first correct entry drawn from the hat after 111,..
closing date wins its sender the video recorder and pirate videos.
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extracts from i t  Captain's tog
"—managed In avoid Shark Ray ilost thre t
men there Ave years ago), and decided to land
al Pira te  Point. Ba d Weather meant we
couldn't risk the ship against the rocks so we
continued on around the coa st..."

"—got further moth and came under fire
from a  heavily fortified building..."

weighed anchor in a  quiet cove,
which yeas %bettered so that we couldn't be
wen from the hills above. Rowed to shore and
imawdiatels made our was in la nd ..."

- ...we  have to And somewhere with solid
ground to bury the tre a sure ..."

Ara it
P.,nrc r

', ., the  place must not be heavily popula ted_
we don't hare  either climbing gear or a boat
with u s..."

f•„„il don't like  wild animals and the first mat,
hos a phobia about tre e s..."

...eventually, after crossing one rive r. we
came across the perfect pla te  to hide the
treason. and a  nice old gentleman io  help
me"

The Editor 's decision l s  fi nal  a nd n o
correspondence will be entered into. Emp-
loyees (and their friends and relatives for that
matter) of US Gold, Locastilm Games and
EMAP Images are not eligible for entry.
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THE GAME
Headcoach is the complete American Football
simulation. You lake charge of the latest recruit
to the National Football League, and through
skillful design of gameplans and the use of the
college draft, build up a 45 man squad to keep
your fans happy  and wi n  t he Superbowl.
Unlimited seasons, and aging players, produce
a realistic game of fluctuating fortunes.

THE MATCH
The match is a game in itself taking about 40
minutes to complete. With 26 offensive plays
and 21 defensive plays, there is ample scope to
match your gameplan t o the skills of  your
squad, and exploit  the weaknesses of  your
opposition. It's here where the strengths and
weaknesses o f  y o u r  o w n  play ers  a r e
highlighted.

OUR PRIORITY : GAMEPLAY

'From my point of  view, the game has kept me sitting up at nights
and through holidays and weekends for up to 12 hours at a

stretch, with minuscule breaks for food and other necessities.
. I t  is a game I have no hesitation in recommending to

anyone with even the slightest interest in American Football.

STOP PRESS "  New 1990 NFL Team/Player data now included*
IBM PC: Hercules, CGA, EGA, VGA 51/4" or 3
1
/ a "  d i s k  £ 2 9 . 9 5
ATARI ST: MI STs, TV/Mono/Colour monitors £19.95
AMIGA: Available for all Amigas. Call for details E19.95

HEADCOACH V.3
TRAINING CAMP

Here is an opportunity to assess your players
before they take the field. The appropriate
coach will give you his view of the current form
of any  o f  t he players and h o w they  are
performing in training. The current sharpness
of any player can be assessed from their time in
the 40 yard dash. Wide receivers, cornerbacks,
running backs and linebackers are all positions
where speed off the mark is crucial.

AVAILABLE DIRECT FROM

The Midnight Oil,
Dept TO3,
18 Hazelmere Road,
Stevenage, 0 4 3 8
Herts SG2 8RX 7 2 1  9 3 6

'er Current owners send S.A.E. for update info, or return master disk + LIMO for update

ATARI
USER

REVIEW

COLLEGE DRAFT
During the '16 match season, plus whatever
playoff matches you achieve, you wi l l  fi nd
yourself praying for a second classy running
back or wide receiver, or need to beef up your
offensive line (too many sacks). There can be
many weaknesses. The college draft should be
used to find those stars of the future and make
sure that they're playing for you.

STATISTICS
The statistics section wi l l  encapsulate your
team's, and your player's, season. Total yards.
rushing yards, passing yards, kick-off returns,
punt returns  (and averages f or  all these),
interceptions, sacks   a l l  these are kept for
each match, the whole season, for the team,
and f o r  eac h  play er.  M V P  v ot es  a r e
accumulated for the season. American Football
is a game of stats and this simulation sustains
that.

GUNFIGHTER
USE YOUR VOICE

TO OUTDRAW
THE GUNFIGHTER
CASH PRIZES

0898 31 35 90
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DiG6uS USE OuR CREDITCARD HOT- AMIG'A M U
10 3  5'  OS/DID £5.90 UNEtl, NO CLOCK C39 00
20 3  5 0 5 / 0 0 £11.50 ACCE S S - 0742 726485 - V IS A WITH CLOCK E49 00
30 3 5
-  
D S
/
0 0

E16.50 WE ONLY  USE S ONY  DISKS. THE QBDiEsi
BEST AVAILABLE LIFE TIM E

40 3 5  OS /DO £21.50 GUARANTEE SAAIE DAY DES- CUMANA AMIGA E75 00

50 3  5" DS/DO C26 50 P A T C H  N E X T  O AS DE L I V E RY COMANA S UE CBS DO
STANDARD EXCEPT 400500E0

100 3.5 DS .430 E49.00 DISKS WHICH TAKE 3 DAYS. RISK BOXS.
200 3.5
-  
0 5 /
0 0

E89 00 PRICES INC VAT & POSTAGE. ONLY WITH DISKS
PLEASE RING OR WRITE  FORSOO 3.5 ' 135/00 E210.00 MORE DETAILS 40 CAP BOX E3,90

MORE CALL BO CAP BOX £5.90
CHE QUE S  OR P  O S  TOO

ATARI ST/STE -  AMIGA
Games for HIRE or PURCHASE

TRY before you BUY
At least 15'
1
/0 o f f  
a l l  
s o f t
w a r
e

Guaranteed Originals
We have the LOWEST Membership & Hire Fees of any

ST & Amiga Club
Try our Public Domain at LOW LOW prices

Swop your originals in our SWOPSHOP
SPECIAL NOVEMBER OFFERS FOR NEW MEMBERS

New releases added WEEKLY
Monthly Newsletter plus lots of

Membership Interacton

Please enclose LARGE S.A.E. + 30p stamp to:
Cum-Com Software (International), Dept THO,

Gardener's, 63 Kings North Road, Ashford, Kent,
IN23 2HZ

Please state format.

New modem? Hi-tec EC2400 deluxe
quad speed MN PS Modem Max through-
put 4800 bps (MN P5 Data compression)
Hayes compatible BABT approved retail
2599. Save 25% by ordering direct Tel
(0733) 897333.
Atari ST,  Soundtracker and Quartet
library. Send a disk with SAE for a free
catalogue and examples to:- Michael
Hart, 1 Penally Heights, Penally. Tenby,
Dyled, SA70 70P.
Would you like to be rich? You would?
Then send a SAE to.). Allen, Mary Bella.
2B Wexford Rd.  Oxton, Birkenhead.
Merseyside L43 910 for free details.

SOFTWARE EXCHANGE
Swap your used of oompieted Amrga and
Atari S I  programs FRE E  MEMBERSHIP
The 43COCCMICA way  to serve your hobby

Don I leave programs on the shell ccalectmg
dust Ge l  mplacernents  to surt yrs.," laSide ln

softweare rot a trac tIon ol  the cos t or Awe
Phlerams fl o w ?  J u s t  serxt a SAE for  lull

details to
UK K o h
-
w o r e  
E x c
h a n
g e

Ckal) I M O )
15 Tunwell Greave,
Sheffi eld, S 5 9GB

A SOFTWARE COMPANY requires any
LEISURE software YOU may  have
written to launch on an exciting new
label. Excellent royalties. Send any
information to: ABACUS, ME RR IEVALE
COURT,  B A R N A R D S  G RE E N.
MALVERN.
Have literally loads ot money. How? It's
totally easy and s o smooth! Brilliant
method! Send SAE t o  me:  Steve
Edwards, 6 Paddock Drive, Ivybridge,
Devon PL21 OUB. You wool regret it!!
SQNY 3 . 5 "  DS DD disks ,  spec ial
purchase. 10 - C6; 20 - El l :  100 - C52;
chequeiPO/Visa/Access t o  "Pet e' s
Place', 34A Marina, Bexhill-on-Sea,
East Sussex, TN40 18P. Tel: (0424)730209.

145/32 go .eiro,, I
atia, Go..n go,
crLe Vlor.c I (C•

Disks trom os little os El 00 Over 600
disks to choose from

Send 25p stamp for latest catalogue a
, El 25 for Catalogue Dtsk which also

contorts al•hei PD/Sharewate programs
Why pay mare?

35, Narthcote Rood, Snood, Kent MU 2DH
Tel 0634 710788

Arcade Pier, Daft Viz style fanzine for
ST/Amiga, make 50p cheques out to
"Cancer Research
-
,  +  
S A E ,  
4 1 3  
C u r -

rents Lane, Harwich, Essex C012 7DF.
31/2" disks 50p each. Sony at 70p. All
100% error free. Phone 0782 837612 for
address and details ask for Galaxy
Disks.

ATARI AND
AMIGA SOFTWARE

We ne ve  an  all fOLind sammorn o t &e lm
rOill HIRE &p o l y o rs .  d,r)di h ar.  y . . r  fi re  1 0 ,,
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ne te lephone T wad ary lo  Fnday. te n t-lO stn ,

LOW A t O W E S
A t m  1170 STEM M O O D o tn t l , .  -  1 5  tin e s

Arryge  Abed e l on ly 0 7 1 .0 0  poe t tru e
NEST OLISILITY M K S
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Happy Discovery cenriclges for the ST
Only E1411.10 or £211.10 to r 2

In as .ricluds tywnryg  Paw Softwe re  and be ck.%) up
End ST  so ftware  to  date .

Sarni SAT lot' * e nvie
GAMES & SOFTWARE
Oept THO, 35 Tabory Road, Thorne)
, C k h n o ,Sunderland 5 8 2  4P 0

Tel ( 091)  578 6351
Prop P .  Tooth
,

SONY 3 .5"  DISKS S O N Y
THE BEST DISKS-THE BEST SERVICE-THE BEST PRICES

HARDWARE DISTRIBUTION
D EPT (TO). 28  FU R N I VAL GAT E. SHEFFI ELD,  S i  4 0 P

W I  EPH ON F OR D ER S WEI  COIAF ON  0742  726485

For sale. Atari 1040STFM with 9-pin
Brother printer with 5 pieces of software
Inc. Word Printer and Flight Sim 2, 2
joysticks and 1 mouse. Price £400. Tel:
Philip on 0277 218616.

Name
Address•

GET SERIOUS. The club for people who
take their games playing seriously.
Annual Subscription £5. Send cheque/
P.O. t o  CJ W Services. 81 Slealord
Road, Newark. Notts or SAE for details.

•  CLASSIFIED COUPON •  nt
I  A l l  you have to do is fill in the coupon below including your I

name, address and telephone number and send to:
Classified Dept, The One, EMAP, Priory Court, 30 - 32 1 1Farringdon Lane, London EC1R 3AU.
Maximum 30 words. Your advert will appear in the earliest

•  poss ible edition. 1

1
111

T e l
-Have you Included the lee of E6.00?
Make c heques  payable to EMAP PUBLI CATI ONS LTD
CONDITIONS:
The Advert isement  Manager reserves the right to alter, reject or
suspend an advert isement without  assigning any reason,
Advert isements are accepted subject to approval of copy and to
the right of the Advert isement  Manager to alter, reject or cancel
any order without explanation. The Proprietors are not  liable for
any loss f rom any cause whatsoever,  nor do they accept liability
for printers' errors, The Advertisers shall indemnity the Publishers
in respect of any  claim, cost and expenses arising out  of any
libellous or malic ious mat ter or untrue statement in any
advert isement published for the advertisers, or any infringement
of copyright, patent or design therein. The placing of any order will
be deemed to be an acceptance of these condit ions
IMI I IMIMMIIMIEINE1111111111111111•11111111111111•MMIMMI•



DEMOS

WHERE TO
GET 'EM

AMIGA
Up Front, Crionics.

and Rebels disks
Cr. available from

Riverdene
30. School Road,

Tilehurst, Reading,
Berkshire RG3 5AN

Tel: (0734)
452416. Crionics
and Scoop.* are

available from
NOS, 132 Gunville
Rood, Newport

Tel: (0983) 529594.
The first TREACL

Megademo Is
available from

Softville, Unit 5,
Stratheld Park
Botha Avenue,

Waterlooville,
Hampshire P07

7X14 T e l :  (0705)
266509. The

Alcatraz Power
Demo Is from

D e m on S o ftw a r e ,
Harbledown,

Westland Green,
Little Hadham.

Herts S677 2A0.
and Scoopes's

stun IS available
from 17 Bit

Software, PO Box
97, Wakefield, WF1

1XX -  Tel: (0924)
366982

STICKY stuff
with TREACL.

WIN! Something more valuable than
gold. Something more precious than
love itself. Yes, you could win a
place on this page. All you have to
do is send us your demos, be they
pictures, animations, tunes...
whatever. Any Amiga, Atari ST and
PC wares which catch our eyes will
be shown here in all their shining
glory. The address, as ever, is
DEMOS, The One, Priory Court,
30-32 Farringdon Lane, London
EC1A 3ALL And please remember
that if you don't send a stamped
addressed envelope, we can't
guarantee to return your disk.

ATARI ST
The Lost Boys'

Life's A Bitch Is
availavtle from
Riverdene POL•

30e School Road,
Tilehurst. Reading,
Berkshire R03 5AN

Tel: (0734)
452416

IBM PC AND
COMPATIBLES
You can't get these
anywhere because

there aren't any!
Hari. Unless you
know different.,.

CRIONICS' Megademo

e g b

ALCATRAZ has The Power.

.•••

•Ob
b
,
0

•

f t ,

.
t
•UP FRONTS Plasma Demo.

GAME OVER
AN!

YOU CAN ALWAYS TELL when a
demo crew is ready to hit the big time
-  when it produces a few really
startling demos which make you go
'Wow!' each time you see them.
Crionics and Scoopex are two such
crews These boys are going to be
scooped up (pardon the pun) by some
big European software house, and very
soon at that. What these guys can't do
with a screen of graphics isn't worth
doing. It's funny, but why is it that the
really hot crews are generally in
Germany or Scandinavia? Surely
there's some hot programming talent on
these shores? Let's hear from some
home-brewed skill Another shortfall we
have at the moment is the amount of
ST stuff, Let's hear from some Atari-ers
as well. Why is it only Amiga teams can
be bothered to put a disk in the post,
hmm? Anyway, enough whining and on
with the show... Given the distinctly
European feel of this month's column,
it's hardly surprising that the majority of
offerings on display are Megademos -
the bigger the better, our continental
cousins seem to believe, Even those
inexperienced in the aft of
demo-making are lumping in at the
deep-end with multi-disk extravaganzas.
Comics' Megademo (imaginatively
titled Crionice tilegademo) is very
impressive stuff indeed It 's got the one
factor that no Megaderno should be
without -  variety. Each section is
sufficiently different from the last to
prevent boredom setting in, and there's
a little bit of everything in evidence,
from filled 30 polygons to some jolly
cartoon artwoolt. Another newcomer to
the demo scene, the oddly-named
TIREACL, has also impressed with his
first Megademo. High-quality animated
pictures, text tricks... it's all here, but
usually with a unique and stylish twist
to provide the tasty icing on the cake.
Yum yuni. Definitely one for the
collection. In a less mega-y vein, Up
Front has come up with the very very
nice Plasma Demo -  so called
because it's based around a new kind
of clever graphics tuck. It's a venation
on the Copper malarky where
graduated multi-colour bars scroll
across the screen, but here the bars
bend and merge into another to create
a psychedelic 'ripple' effect. Very nice,
although even the most beautiful of
effects can get repetitive after a while.
More established coding learn Alcatraz
also impresses on the Amiga, with a
top-notch reinur rendition of Snap's The
Power in high-quality stereo and
complete with -those terribly original
dancing graphic equaltser,bars What
will they think of next? Our solitary ST
piece this month comes courtesy of the
good of Lost Boys, and a very good
effort it is too. Entitled Lite's A Bitch it
sports the kind of animated text and
copper-style wobbling normally
associated with the Amiga This  is a
very polished and impressive program,
showing that the only real problem with
the ST (as with any other machine) is
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droid cre a c t i c•
av

st their master, Using
e "Influencing Device",

beam •aboard and s t r o yrs mous crew.

AMIGA SCREEN SHO O W N

[ABLE ON:
MMODORE
A & ATARI ST
E24.99

s P a r a d k o i d  G r a f t g o l d  Limited 1990
IHewson Co ultants Limited, Hessson House, 568 Milton Park, Milton, Abingdon, Oxon 0X14 4RX. Tel:(0235) 832939
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EVEN IN THE FUTURE OF LAW
ENFORCEMENT, THERE'S ALWAYS ROOM

FOR IMPROVEMENT.
The future is a rough place, Detroit is a bankrupt city...
torn apart by the decadent forces of the Old Man and his
corrupt corporation. If you want to die - then walk the
streets
r
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Robocop!
can deliver! Take on Detroit's evil mastermind and his
Robocop 2 has justice in mind.., a kind of justice only he
mega-corporation in some of the most action-packed

scenes ever devised for maximum entertainment value.
Detroit is falling apart it's time to put it all

back together!
SPECTRUM AMSTRAD COMMODORE

ATARI ST CBM AMIGA

Ocean Software Limited 6  Central Street Manchester M 2  5NS Telephone
- 0 6 1  8 3 2  6 6 3 3  -  
T e l e x :  6 6 9 9 7 7  
O C E A N S  
G  •  
F a x :  
0 6 1  
8 3 4  
0 6
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l i
n "The game I'm enjoying most at the moment is Snow Bros -

I F  o n c e  again an example of superior Japanese game design.

I'm looking forward to having it on the Amiga."

is

JONATHANS S

'
O
E
@

on
—ONE

THE  m o n  s o  FAR
TELEVISION'S MOST
FAMOUS lisp only came to the
small screen by accident really.
Young Ross was coming to,the
end of his college career and.
being at a loose end, decided to
investigate the possibility of
following his elder brother Paul
into television (for the record.
Paul Ross is still 'in TV', working
on Crime Watch). This career
attracted JR because a) it was a
lot of fun b) it would impress
people when he told them what
he did and el there was good
money to be made. Apparently
though, some sort of traditional

• journalistic training was needed to
get a foot in the door of the
major companies. Ilowever
Channel 4 was just starting at the
time and one of the fledgling
independent companies which
were spawned in its wake had a
vacancy for an inexperienced
researcher. The first programme
which he was involved with was
Loose Talk, a sort of serious chat
show presented by Steve Taylor.
Next came a kid's show called
Teak Ti l t  ("Any kid's show that
spells words in a way that they
imagine kids will find to be hip
and funky should be banned."), a
knockout competition for schools
all over the country which
featured go-karting, frisbee, roller
skating and so on. I t  was on this
less than fashionable vehicle that
Ross made his screen debut:
"This came about because the
producer had cocked up. The
program was scheduled to run Col
ten shows, but by show number
nine it was all over, so we had to
find something to fi ll Show Ten.
The idea that they came up with
was that the winning team should
compete against a team of
-
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the show's production people, so
got put on the roller skates.
Needless to say this was hugely
hugely embarrassing. I  fell over
about sixteen times and was
wearing kids' pads half the size
they should have been... I  looked
like some sort of mad molester."
Luckily Ross' career survived this
set-back as he went on to work on
Soul Train, While still researching
this show, he became involved
with the development of The Last
Resort, an event based loosely on
the hugely popular US chat show
Late Night With Letterman.
Apparently he didn't really want
In present it himself. but as they
couldn't find anyone suitable...
well, the rest, as they say. is
history.



Let's start right at the beginning. How did you get into
computer games in the first place?

Jane ( that's Mrs Ross to you)
used to have one of the early
Ataris a nd remembered i t
[kindly so we borrowed it one
Saturday when we were bored,
hut it was pathetic. I thought 'I
can't be doing with this. So I
said 'Why don't we buy a proper
one?' She was convinced that
you had t o have a  proper

keyboard. but I remembered seeing h at you could get
something like a console and we ended up buying a
Master System. Needless to say we both got hooked; I
got hooked on the original Shinobi and Alien
Syndrome while she got hooked on something like
Mystery Warriors or something girly like that.
You've got quite a few more computers than that now.
Yes, the collection has now grown to include a Sega
MegaDrive, a Turbo Grids, a Nintendo, a Sega
Master System and an Amiga 2000. And,  lest we
forget two GameBoys a nd a Lynx. For work then I've
got a Macintosh at home and a portable Mac in the
office _
Apparently comics are your real passion. Do you think
that this is related in any way to playing games?
Of course, that's probably why I found it socasy toget
into games in the first place, because a lot of them,
especially the more fantasy based games, are basically
interactive superhero comics. Shinobi, Altered Beast,
Narc, they could just as well be comic books -
RoboCop certainly.
So where did this comics fetish come from?
When I was about len I got into comics in a big way.
My older brother Paul led the way ,then he got out of it
and I stayed with them. I still buy copious amounts, in
Fact I spent the whole weekend tidying the collection
up,
How many do you have?
I've no idea, it could be anything between four and
eight thousand. I've got almost all of the Spiderman
books, almost all of the Faruastic Fours — the ones
that I haven't got aren'( the valuable onesor anything,
they're just the ones that I  haven't got around to
picking up. Basically I've got just about all of the
Marvel comics since the 1960s and a large amount of
DCs and modern independents as well.
Were you ever into arcade games?
I was actually. I started with _ what's its name again?
Oh yes. Scramble. That was the one that really
hooked me, but I used to like the usual things like
PacMan and Defender, although that was always a bit
too complex for me. I 'd usually play it in pubs, and
alter about two pints I'd lose the ability to judge my
smart bombs and so on. I vaguely remember when
Space invaders- first came out but frankly I wasn't that
impressed, it was all rather tedious,

JOHNNY'S TOP TEN (ERM...
SORRY. NINE) GAMES
It•TYPE
A genuine classic, brilliantly programmed. fast
moving, exciting and all those things. Also. I've yet to
finish it.

RAINBOW ISLANDS
A great coin-op and a superb platform game
strangely. I've never actually played Bubble Bold); e,
bought it recently on the Nintendo, but I bought the
cartridge in the States and it doesn't play on my
English system.

NEW ZEALAND STORY
Another good 'on, in tact it's probably more fun than
Rainbow islands. Lovable Kiwis, you can't heat them
can you'?

TETRIS
You've got to say that one don't you — although I've
got it 00 the Macintosh and it's rubbish flow on Earth
do you screw up a perfect game design like that?

BLOOD MONEY
I've had to include this. although I thought that maybe
it was a bit too difficult, The music is fantastic and it
was just a very clever game — very challenging with
lots of sort of hidden problems: there was one stage I
remember when suddenly your  controls were
reversed and you had to play backwards... either that
or I had a faulty disk.

SHINOBI
To be honest, on the Amiga this one really sucks. It's
good on the Master System and on the PC Engine, het
on the Megadri ve „Super %nobs (as it's called) is one
of the hest games that I've ever played. Seriously
addictive, as is...

ALEX KIDD IN WONDERLAND
Or is it A lex Kidd And The Magic Casrle? Great either
way.

XENON
Recommended for all the obvious reasons, good
smooth gamepiay and so on. I had problems with it,
it's a tough game but I guess that's what I liked about
it. It's one of those games that you get into and then
suddenly realise that it's midnight.

'I RUXTON
Actually I'm not sure what this one's called either, if
it's not Thruxvin it's Ettsujiti, Either way, it's
probably the best mindless shoot *cm up that I've got.

So you don't have one of those 1 was addicted to
computer games and stole from my granny' sob stories
to tell?
No. sadly not, because I was already working by the
time they came out so money wasn't too much of a
problem. But if I had a chance to do it all again I
probably would,
When we were talking earlier you made some scathing
reference to the Atari Lynx. What was all that about?
I think it's shocking the way they've released a games
machine and not followed it up with any sort of
software support. I  mean, there are still only about
four or five games available, three of which aren't very
good anyway. They've been promising more for
months now: Klux is supposed to be coming out on it,
as is Rampage and a few others and we haven't seen
any of them. I've gut a strong feeling that they're
probably either not going to bother or its going lobe
so late by the time it happens that they'll probably
bring out a new smaller sleeker handheld and the poor
Lynx owners will be shafted, Now they are hyping it
up for this Christmas on what appears to bc false
premises — why don't they give us some release dates
for these games?
While we're au the subject of the Lynx, do you third,
that, for all of its fancy colour and so on, it's as good a
games machine as the GameBoy?

think that if the games arc programmed properly
then yes. I mean it's certainly got the potential to be.
The colour is a big bonus — California Games for
example is excellent. A badly programmed game is a
badly programmed game no matter what machine it's
on: PaperBoy on the GameBoy for example is so
unusable you can't see what the hell's going on. There
are one or two other OameBoy games that aren't so
good either — most of them arc excellent though and
at least that's one thing that Nintendo did right they
sorted out the software base before they launched the
product.
By the way, have you and Jane linked up yet?
No, because we still haven't got any linking doo-dahs
— as soon as we gel one I'm sure we will. Actually. I
suspect that I'll probably link up more with people in
the office, I only like to play Jane at games that I can
beat her at.
Doyou still visit the arcades in your spare time?
Oh yes, I tend to go to 1.as Vegas about once every
week to check out what's new. 'They've just got
Vapour Trail , that 's re ally good last mi ndless action
just the job. But the game I'm enjoying most at the
moment is Snow Bros — once again an example of
superior Japanese game design. I'm looking forward
to having it on the Amiga.
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THE NEXT GENERATION

OS-127
, ,,••I  INIAI1
D

i

QuickShot otters the most
complete selection of video

game controllers in the market.
Models are available to suit all
the most popular video game
machines and just about any
playing style. And no matter
which model you choose,

you can be sure you're getting
the kind of performance and

value for the money that have
made QuickShot the biggest

name in the business

QukAjhat•
I 20 000 000
\„...........IOYSTICKS SOLD WORLDWIDE

R GLOBAL

RANTY

gukkilgg
Bordwell House. Unit DI Tariff Road, loodon Nil  EOH Tel 081 365 1993 Fax: 081 808 7553

by B o n d w e l l

QS-129Nir
SPACFAt (A)041111A

OS-131
ri w Iwo;

AVAILABLE FROM ALL LEADING COMPUTER & TOY STOCKISTS

BONOWELL UNITED KINGDOM ITO I  NOV
1990

NOW SUPPLIED DIRECTLY FROM BOND WELL
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CORNWALL E S S E X
Truro Micro Ltd
Bridge House,
New Bridge St.
Truro,
Cornwall TRI  2AA
0872 40043

DEVON
Computerbase
21 Market  Ave.
City Centre,
Plymouth.
Devon
0752 672128

Flagstar Computers Ltd
The Totnes Computer Centre.
I Apple Lane,
High Street,
Totnes,
Devon
0803 865520

DORSET
Columbia Computers
17 Columbia Road,
Bournemouth,
Dorset
0202 535542

Starbyte Computers
416 Cranbrook Road.
Gams Hill,
Ilford.
Essex 1G2 61-1Vst
081 518 1221

HERTFORDSH IRE
Faxminster Ltd
25 Market Square,
Hemel Hempsted.
Hertfordshire
0442 55044

Games Keeper
10 Station Road,
Letchworth,
Hertfordshire
0462 672647

LANCASHIRE
VL1— Data
203 Stamford Street.
Ashton under Lyme,
Greater Manchester,
Lancashire
061 3390326

LONDON
Software Shop
8 The Arcade

High Street
Eltham
London SE9 I  BE
081 850 6177
Spectresoft
Jubilee Covered Market,
Covent Garden.
London WC2B
0831 469293
Video Centre
2 Denmark Terrace.
Fortis Green,
London N2
081 365 2840

NOTTI NGHAMSHIRE
Long Eaton Software Centre
Commerce House,
West Gate.
Long Eaton.
N ottingharnsh 1 re NG I 0 IEG
0602 728555

MIDDLESEX
JKL Computers
7 Windsor Street,
Uxbridge,
Middlesex
0895 51815
Fax: 0895 811701

SUFFOLK
Bits and Bytes
47 Upper Orwell Street,
Ipswich,
Suffolk
0473 219961

SURREY
Barkman Computer Services
1st Floor.
Cardinals,
Kingston.
Surrey KT1 I VY
081 546 5941

SUSSEX
Gamer Computers
11 East Street,
Brighton,
East Sussex
0273 728681

Computerwise Brighton
44 George Street
Kemptown
Brighton
East Sussex
0273-674626

WALES
Bucon Ltd
Micro Store,
35/36 Singleton Street,
Swansea SA I 3 Q N
0792 467980

WARWICKSHIRE
SPA Computer Centre
68 Clarendon Street.
Royal Leamington Spa,
Warwickshire
0926 337648
Fax: 0926 425985

IN C R Y S T A L  C O L L E C T I O N  I N F O G R A M E S  P R E S E N T S

The l i g h t  c o r r i d o r

Available on on ATARI ST-STE, PC & compatibles

The echo of lights
on the walls of silence

O M
f u l
f :

 11
Travel at light speed, capture the
colours rays and reach the ultimate
challenge : illuminate t h e  stars
again in a newborn universe
A  UNIVERSE IN 3D
A  NUMEROUS CHALLENGES
A  50 STAGES
A  SCREEN EDITOR
A  1 OR 2 PLAYERS
A  UNIQUE GAME PLAY
A  100 % DIZZINESS

IN FOG RAME-----emrdari.
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N C R Y S T A L  C O L L E C T I O N  I N F O G R A M E S  P R E S E N T S

A lpha  Waves

•••••••

Available on ATARI  ST-STE• AMI GA,  P C & Compatibles

They have created
the dream machine

Your  passp
TUAL R E A
explore a labyr
discover the mec

world : VI A-
programme

ayes and light,
s of dreams and

chal lenge t he  pow e r  of  t he  ALP HA
waves. An hal lucinating exper ience.
rich i n  unr e a l  sensat i ons,  s o  f a r
unknown.

A  2 MO DE S :  EMOTI ON /  ARCADE
A  256 ROOMS TO DI SCOVER
A  UNI VERSE IN REAL TI ME 3D
A  1 OR 2 PLAYERS SI MULTAN.

A 100 % NEW AGE i t

I N F O G R A M 1 5 . 4 1 1 / A i i krt. EIL

Master the colours,
rule space

After the fabulous International hit TETRIS,
Join Alexey Palitnov, grand mathematician
of the Soviet Academy of Sciences, and
take up his new challenge WELL TRIS
control the pieces tailing, move the volumes
and muter  Space.
A  3 LEVELS OF DIFFICULTY:

BEGINNER, ADVANCED, EXPERT
A  3D PERSPECTIVE
A VARIOUS GAME SPEEDS
A SCORING SYSTEM WITH TOP TEN

RECORDED
A  A GAME 100 % GLASTNOST I
Available on AARGA, PC & compatibles, and
soon on ATARI ST-STE, AMSTRAD CPC

1989 DOKA • All rights reserved
Licensed to Bullet-Proof Software

N C R Y S T A L  C O L L E C T I O N  I N F O G R A M E S  P R E S E N T S
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abstraction,

magic square,
multiple
surfaces,

colours, miroir
du vide,

unreal abyss,
°space,

lightness,
reflection,

purity,
transparence
minerale,
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Rick Dangerous  H.
The  Man in the Hat is Back..

IN A FLASH-
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YOU KNOW YOU have really arrived when
the world starts referring to you by your
surname. Spielberg, Lennon, Olivier..,
Nobody ever asks: "Do you mean Nigel
Schwarzenegger who works in the corner
shop? Such is fame.

The same is true of Walter Elias Disney.
But the King of Cartoons is paid an even
greater accolade. Sure, somebody says
Disney and we immediately know they
mean the father of Mickey Mouse and
Donald Duck, But we also like to think of
him as Watt, a friendly figure whose films
are inextricably part of our childhood,

What's in a name? If the name's Disney it
means comedy, much loved characters,
classy animation, classics of children's
entertainment.., and that's just the
starting point. Because today
Disney and its associated compa-
nies are one o f Hollywood's
biggest success stories.

It owns theme parks
throughout the States and
in Japan and is about to
move into Europe. It's
involved i n  virtually
every medium, apply-
ing its Midas touch.
And now those pub-
lishing interests in-
clude software!

Imagine a  game
bearing the  name
Disney, Even we ll
established fi r m s
may start to  worry,
Sure, computer aficio-
nados will always know
where t o  find class
product, But will the
occasional buyer, per-
haps the kid  with the
console or hassled parent
looking for a present, be able
to resist the allure of 'Uncle
Walt'?

As Marisa Pauwels of the label's
British distributor, Entertainment
International puts it, 'Obviously it's a
name with prestige, Everybody knows the
name. Anywhere I go, everybody wants to
write about it, You don't need to say a lot
about Disney. You grow up with it"

Disney comes with more than a world-
famous name, You are looking at over 60
rears of films and television programmes,
characters and titles to licence. Always
careful to protect its past. Disney has re-
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regular seven-year cycle, so succeeding
generations have grown up with Snow
White, Fantasia and the rest, Me a n -
while television has made Mickey, Donald
and their clan perennial favourites. Even
the live action films, such as those
featuring 'Love Bug' Herbie, re-appear on
the small screen and on video. In short,
Disney has a huge stock of ideas to draw
on.

And because it owns the rights it won't
rave to pay out the sort of extortionate
koes another company would have to tork

THE MAGICAL Mickey ous e  in w o scenes
from Disney's astounding The Sorcerer s
Apprentice

In the earlier half of this
century Walt Disney effectively

defined the medium of the
animated cartoon. Now, 24
years after the great man's

death, his company is set to do
the same with the

entertainment software
industry. John Minson traces

Disney's steps from celluloid to
software.

?:-/1
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out for a tie•in, even if the characters were
available to outsiders, while it will be able
to ensure that product meets the high
standards associated with Walt's name,

If there is a problem with the Disney
epithet it's that people associate it with a
squeaky•clean mouse and an irascible
duck, But today's Disney produces far
more than cartoons. For the last decade
it's constantly led the cinema box office
charts with films released through its
Touchstone company.

In an era when Hollywood studio after
studio has gone bust, Touchstone has
ridden the crest of the wave. Mermaid tale
Splash! was a Touchstone film. So is Dick
Tracy and the forthcoming chiller-thriller

. A ra ch n o p h o b ia .  Recently Disneyq t '
. .
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the software label even more.
4
;

, b lo ckb u ste rs as inspiration.- W i t h  such a vast back
, catalogue of material, not

to mention original titles,
Disney Software has
decided to attack the
market from three an-
gles, First there's a
range of educational
software, utilising the
:artoon lavountes.
Nhich should be so
popular with youngs-
ters they won't even
realise t h e y  a r e

learning,
Next comes utility

software. Not surpris-
ingly, the first application

is an animation package
which aims to allow would-

be animators to mimic the
techniques used by the com-

pany's professionals, e ve n
drawing Mickey and the gang.

Finally there are the inevitable
games, with Dick Tracy gang•busting

out in the first release to be followed
quickly by the spiders of Arachnophobia.

It all sounds extremely exciting but
cynics may make ugly sounds about
previous ventures in to  software b y
companies more experienced elsewhere.
For example, ex-Disney animator Don
Bluth cut it with the graphics in games like
Dragon's Lair, but when it  came to
gameplay many computer owners were
left wondering if it wasn't a case of the
emperor's new clothes.

Similarly, it's been a steep learning
curve for Lucasfilm Games, part of George
Lucas's empire, Who remembers their
early fascination with  fractals tha t
produced a series of 'nicedooking, shame
about the playability titles?

For a prime example of a film company
messing up when it turned to computers,
you need look nofurther than Disney itself.
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BLACK MOON
COMPUTER CLUB

The prestigious members
only club for computer
software, b lank med ia
and peripherals. Wh a t
you get:

Free membership card
exclusive to you.

Free updates on all new
releases.

Free advice and helpline.

No obligation t o  buy.
(Unlike other clubs)

Big Big discounts. Look at
thes e ex amples .

Robocop 11 1 6 , 9 9
Kick off 11 1 2 , 9 9
F19 stealth
fighter 1 9 . 9 9
Days of thunder 1 9 . 9 9
Midnight
resistance 1 6 . 9 9

Night breed 1 6 . 9 9
Annual
membership E5.00
MEMBERS ONLY

WHAT YOU GET
AMIGA 500. MOLISE,

MODULATOR. MANUALS,
BACK TO THE FUTURE 11,

DAYS OF THUNDER, SHADOW Of
THE BEAST, DELUXE PAINT 11,

DISK BOX. MOUSE MAT,
OUST COVER AND

10 BLANK DISKS

LIGHT OF FANTASY

N\\

\IalbtOe comes WO
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WHAT YOU GET
AMIGA SOO MOUSE,

MODULATOR, MANUALS,
129 RETALIATOR, RAINBOW

ISLANDS, efteatum DELUXE
PAINT 11, DISK BOX, MOUSE

MAT, DuST COVER AND
10 BLANK DISKS

3.540 holder with 103.5 d.s.d.d 1 1 . 9 9
3.5 40 holder with 20 3,5 ds.d.d 1 5 . 9 9
3.5 40 holder with 40 3.5 cl.s.d.d 2 7 . 9 9
3.5 80 holder with 10 3,5 d.s.d.d 1 3 . 9 9
3.5 80 holder with 40 3_5 d.s_d.cl 2 9 . 9 9
3.5 80 holder with 80 3.5 d_s.cl,d 4 9 . 9 9
Cheetha 125  7 . 9 9
Cheetha starprobe  1 4 . 9 9
Pro 5000 extra  1 4 , 9 9
Konix navigator  1 4 . 9 9
Replacement mouse  2 9 . 9 5

36A Osborne Street, Colchester, Essex. CO2 7DB
PHONE (0206) 560638
CHEQUES AND POSTAL ORDERS PAYABLE TO BLACK MOON. POST AND PACKING FREE IN UK. Overseas charged at cost
Subject to availability and price change without notice. Some titles may not be released at t ime of going to press. Shop prices
may vary, but personal callers can c laim advertised discounts on production of cut•off slip. All prices include VAT.

CM 8833 COLOUR, STEREO
MONITOR  2 4 9 . 9 5
I MEGABYTE d s
EXTERNAL DRIVE 6 9  9S
512k MEMORY EXPANSION
+ CLOCK . . . . . 4 9 9 5
COMMODORE ES GAMES
CONSOLE 9 9  95
sEGA mEGADR1VE 1 9 9 . 9 5

WHAT YOU GET
AmiGA SOO. MOUSE, MODULATOR,

MANUALS. MIDI INTERFACE. DELUXE
PAINT I I  PUBLISHERS CHOICE MAXI-

PLAN SOD. SUPERBASt PERSONL,
DOCTOR I  RECORDING STUDIO. AMIGA

1060. BBC EMULATOR, DISK BOX.
MOUSE MAT. DUST COVER

AND ID BLANK DISKS

AMIGA A590

1.

WIEN YOU otr
211 MEGABYTE HARD DRIVE WITH 2 MEGABYTE
JNPOPULATED BOARD. DISK BOX, MOUSE MAT

AND DUST COVER NM AMIGA SOO

1E3
VISA

ONE NO V

TITLE 1 COMP

TOTAL E

PRICE Name

Address

Tel No_

Have you ordered f rom us before ly eS ino l
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Who Framed Roger Rabbit was one of
the hottest licences of 1988. American
copies were specially imported by some
wily retailers to beat the official British
release, How could it fail?

Well, financially it couldn't. But as a
game... that was a different matter. Buena
Vista Software (yet another oart of the
Disney empire) ensured that rt looked
good. Unfortunately the different sections
were unimaginative and badly balanced.
And poor PC owners didn't even get the

• glorious graphics_ they were limited to
lousy four colour CGA!

. _ .  De te rmin e d  n, •
.. t o  make the sari ,-

- i  mistake a g a LDisney has looked
around for partners

- '  - - - -  w h o  understood
the medium t o
source the  soft-

ware. Eventually it  chose two French
companies, Nathan and Titus. Piqued Brits
may wonder why we didn't get a look in but
Disney currently seems most enamoured
of those Gallic charms. London lost out to
Paris as the site of Euro Disneyland too!

At least Titus is known to computer
owners but qui est Nathan? According to
Disney's French development director,
Dominic Bourse, it's a leading publisher of
educational books in France Olwith whom
the company has had a long association
over board games and publishing. Nathan
may not have vast micro-chip experience.
so Titus will be responsible for develop-
ment, This should help guard against the
worst excesses of inept tie-ins.

1990 has been a  depressed and
depressing year for the computer industry,
with a number of publishers taking the last
big dive. Can Disney survive as success-
fully in software as it has in the cinemas
during this time of recession?

Certainly it should shake things up. And
of course it has one thing really going for it
that nobody else does... That name!

MICRO MOUSE
DISNEY SOFTWARE'S first batch of releases
covers all three at the company's chosen areas:
education, utilities and entertainment.

The idea that computers would help children
learn has, until now, been one of the great
microcomputer myths. Apart from a very few
exceptions, most educational software has
been so inept that the httle dears have waited
until parents were out of sight then loaded
Zarquon Invaders!

Disney hopes t o change that with its
products, and with s o many well-loved
characters to make education entertaining it
must stand a decent chance. For example.
laic key's Runaway Zoo will teach both spelling
is
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savaged by a panther you can write about it
afterwards. Donald's Alphabet Chase speaks
tor itself while Goofy's Railway Express is
being issued to BR management.

The first Disney utility should get people
animated. Animation Studio allows you to use
the Same techniques as professional him
antmatocs to draw characters, compare each
step of the animation with its neighbours, then
7ing it all to life in front of a background. It

DISNEY'S MENAGERIE
)ISNEY SOFTWARE has no shortage
iharacters to star in its products. Apart f
Mickey there's girlfriend Minnie (identical to
hero apart from the addition of a bow
eyelashes). Then there's Donald upholding d
honour and Pluto hanging an in there for d

But this leads us to one of the great puzzles
our time, as voiced in the film Stand By Me:
know that Mickey's a mouse and Pluto's a dog
but what's Goofy?' What indeed? A sort of
buck-toothed, humanoid about whom nobody's
ever been quite sure.

The safest answer seems to be that he's
totally unique. Alter all, it wouldn't be quite
comfortable to think that he was humanlike you
or m&

GOOFY: brainless and buck-loathed. But
beyond classification/

comes complete with a selection of Disney
lavountes, though for copyright reasons you
won't be able to save these to disk,

And finally, the games. Dick Tracy features
the man in the banana trench-coat charging
down the mean streets as assorted thugs fire at
him, drop things Out of windows and Otherwise
try to pervert the course of justice. Dick has a
choice of weapons, of which the machine gun
appears to be the roost efficient, but must take
care not to kill any good guys

The development copy shown to selec!ed
detectives at CES looked as if the movie's
distinctive appearance has been successfully
captured, with a limited palette of primary

"Obviously
it's a name

with
prestige.

Everybody
knows the
name. You
don't need
to say a lot

about
Disney. You

grow up
wi t h i t. "

Marisa Pauwels,
Entertainment
International

colours (typical, you can get 256 colours on
screen and somebody mimics a movie which
only uses eight of them).

Following hot an the flatfoot's heels will come
Arachnophobia, a bit of a mouthful but infinitely
better than Scared O f  Spiders This
blockbuster from Spielberes Arnblin Entertain-
ment company via Touchstone, is a terrifying
tale of an eight-legged jungle insect with a fatal
bite which stows away with some explorers to
visit a small American town. Reports from the
States say it does for spiders what Jaws did for
sharks. Expect release early in the next year,
according to Entertainment International,

DONALD Dock demonstrates whaiss possible with Disney's
forthcoming Animation Studio.

HE'S ON HIS WAY.,. Dkk Tracy shoots to
thrill on 16-bit.



OVER SO years since Its debut. Snow White And
The Seven Dwarves 11937) remains one of the most
remarkable animated motion pictures ever
produced.

PINK ELEPHANTS On parade in the outstanding
metamorphosis sequence from Disney s Dumb°.

THE TAIL OF A MOUSE
HE WAS BORN IN 1928, a mouse by the name of
Mortimer who appeared in the mind of a young
animator. Disney had just lost one of his
creations. Oswald The Lucky Rabbit, to another
studio and was searching for a replacement

The little cheese eater seemed the perfect
choice but that name had to go, and it was
Disney's wite who renamed him Mickey. There
weren't any crowds outside New York's Colon.,
Theatre on the night of 18 November, 62 years
ago. when he made his screen debut, but
Steamboat Willie made him a star.

For the 21 year old director, Mickey was the
start of one of Hollywood's most enduring
legends. Ever the innovator, Walt wasn't willing
to rest on the success of this single short. His
macabre Skeleton Dance initiated the Silly
Symphonies series, giving an individual identity
to t he previously throwaway s ix  minute
programmer fillers, and incidentally gaining an
'A' (the equivalent of today's 12) certificate in
Britain.

DISNEY'S Skeleton Dance, the macabre cartoon that started
his Silly  Symphonies series,

MICKEY MOUSE makes his debut in Steamboat Willie (1928).
r 1932 he vent iired ,nto colour with Flowers

And Trees. Five years later he used multi-plane
animation, where the cels (transparent celluloid
sheets containing the frames of the characters)
and backgrounds were separated to give an
impression of perspective.

Having developed the short cartoon into an
art -f orm the next obvious step for Disney w as to
venture into featuretength animation. Initial
reactions to his proposal for Snow White were
ridicule: who would want to sit for 90 minutes to
look at drawings?

The answer was an awful lot ol people. and
the early '405 saw Dumbo. Barnbi and
Pinnochics filling the cinemas. Spielberg pays
tribute to the escapist power of those fairy
stories in his war-time comedy 1941 when a
general slips into a cinema to watch Dumb°.
This was also the period of Disney's greatest
experiment, Fantasia, setting his characters
including Mickey Mouse, to classical music. Its
psychedelic style made it a favourite among
acid-heads during the '60s!

Wan D ivvy
Company

TAKING THE MICKEY?

NOVEMBER 1990

by me iate 41)5 IMSIley 5 studios began to
lose its way. There were some technically clever
experiments combining l iv e action wit h
animation, but  there were also a  lot  a l
longforgatten anthology films which were little
more than a series of shorts strung together
until they ran for an hour and a half

The '50s saw a return to form with a return to
fairy tales This was the era of Peter Pan,
Cinderella and Sleeping Beauty, But the last
mentioned was a financial taliure and in 1961.
with 101 Dalinations. the company resorted to
Xeroxing ceis rather than hand drawing them

Despite the Dalmatian's success, misfortune
dogged the studio and Sword In The Stone, a
re-telling of Arthurian legend, met a blunt
reception It wasn't until 1961's Jungle Book
that Disney had another animated success. The
roan who had created the studio was never to
see it He had died the year before.

To the public, Walt Disney had been the
avuncular creator ot  probably the all-time
favourite cartoon character However. recentlY
a number of biographer's have claimed that in
business he was less than lovable and that his
outdated attitudes led t o the company's
decline_

After his death it  continued to flounder.
lacking decisive leadership. Films like The
Aristocats and Robin Hood are sad reflections
of former glories, and it's a tribute to the power
of the Disney name that people still flocked to
see them

Meanwhile Disney had been dabbling with
live action. From wartime propaganda film
through classic dramas like 1950s Treasure
Island, right up to weak comedies like Son Of
Flubber 01 Disney had developed this second
5thng to his bow. The problem was that

protecting its wholesome grew someimupagmeewabotilethHatolittyswood and the
product began to look bland and old-fashioned

By the '60s Snow Whites sweet innocence
might still have been acceptable in cartoons but
with the Vietnam war in the news and nudity on
cinema screens, the adventures of a kissable
Volkswagen called Herbie were strictly for the
kids.

 The breakthrough came with a decisive new
management which dragged the dramas into
the real world. Although the initial foray into SF
Tron, was only a marginal success, the fishy tale
of a mermaid played by delectable Daryl
Hannah, Splash! made big box-office waves.

The continuing success of Touchstone Films
has allowed Disney's animators to devote the
necessary time and money to again producing
classy product in an age when most animation is
slipshod television product. The Little Mer-
maid is the latest release and appears to be a
return to form that even Walt would have
approved of.

WHILL most peope st!em to t.T.,e the Mouse, some aficionados have
taken their worship to extremes. In 1988, to celebrate the rodent's 60th
birthday, Iowa farmer Ted Prtzenberger didn't send him a bus pass but
sowed his fields so that they resembled that famous profile — or at least
they did if you viewed them from about 30,000 feet. The 3,000 acre
arable portrait was a Little Mouse On The Prairie! Actually, this was a
publicity stunt dreamt up by an ingenious Disney executive, but other
more modest fans, are inspired by pure love. Why else would Emperor
Hirohito of Japan have worn a Mickey Mouse watch? Or why would over
13 million Mickey Mouse ears have been sold at Disneyland since 1955'
He's known around the world, often by different names. Hirohito might
have called him Mickey Ma-u-su. Turks abbreviate him to Miki while the
Portuguese seem to have a rodent identification problem with Rato
Mickey. Worse, in Sweden he's Musse Pigg - so what's Porky Pig then?
However his most unlikely name has to he the Cantonese Chinese Ma.
Kay SW Shit'.
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Feature Packed Action and Strategy

As a Cadhagian hero you must not only repel Roman invasion by
successful troop strategy but also maintain your armies'
ever-waning supplies by running the gauntlet on your chariot to
deliver much-needed money.

Survey the detailed North African landscape and zoom in on your
troops to administer strategy. Decide which of your armies needs
a cash injection then grab the reins for a mind-boggling
first-person-perspective 3-D chariot race to deliver the money
Strategy and arcade action superbly combined to give you a taste
of ancient history so real you can almost smell the elephants!
Screen shots from the Amiga

S E E I N G  I S  B E L I E V I N G
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PSYGNOSIS
FREEPOST
LIVERPOOL L3 3AB
UNITED KINGDOM
Tel: 051-709 5755
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S O F T S E L L E R S
MAIL 6  BOND STREET, IPSWICH, SUFFOLK, IP4 1 JE M A I L

ORDER
5A DOGS HEAD STREET IPSWICH (RETAIL)

•4TH DIMENSION
688 ATTACK SUB
• ADDICAS CHAMP TIE BREAK
ANTS HEAD I DATA DISK1
'ALPHA wAvES
'AMNIDS
'ANCIENT ART OF WAR
'ANT ARTIAWR AT SEA
ATE 2
ATOMICS
'ALCATRAZ
ATOMIC ROBO KID
'ACTION FIGHTER
•ADDiDAS CH'i
,  
F O O T B
A L L

ANARCHY
•AOL)AVENTURA
•AWESOME
•ARMOUR GEDOON
•BARBARIAN II PSYGNOSIS1
BANKOK KNIGHTS
BAT ILECHESS
• BAD LANDS
•BAT TIE COMMAND
'BATTLE MASTER
'BSS JANE SEymEl
'BETRAYAL
BOMBER MISSION 0
-
K S
BATMAN MOVIE)
BLUE ANGELS
• BILLY THE KID
'BAD BLOOD
BLACK TIGER
'BLADE WARRIOR
BUDAKHAN
-
B
U
C
K 
R
O
G
E
R
S

•cuTip0
CHASE HO
CABAL
CADAVER
*CRIME WAVE
'CARTHAGE
CONQUEROR
CORPORATION
'CHAMPION OF RAJ
'CORVETTE
COMBO RACER
'CHESS CHAMPION 2175
•CHUCK YEAGERS AFT
COLARA00
CHAOSiDUNGEON MASTER
CHAOS STRIKES BACK
'CHESS SIMULATOR
DEFENDERS o r  THE EARTH
DUNGEON MASTER EDITOR
DRAGONS BREATH
'DRAGON WAR
DAYS OF THUNDER
DRAGON FIGHT
DRAKKEN
'DUSTER
'DYNAMIC DEBU'ER
DYNASTY WARS
'EAGLE RIDER
'ECSTASY
E-MOTION
EMLYN HUGHES INT. SOCCER
'ENTERPRISE
*EDITION 1 ICOMPI
'FLASH DRAGON
'FINALE (COMP(
'FOOTBALL SIMULATOR
F29 RETALIATOR
F19 STEALTH FIGHTER
F16 COMBAT PILOT
FALCON
FALCON MISSION 2
FLOOD
•FUTURE BASKETBALL
FIGHTER BOMBER
•FLIPPIT MAGNNOSE
*FLIGHT OF INTRUDER

ST A M I G A
16.99 1 6 . 9 9

16.99
16 99 1 6 . 9 9

12,99
16.99 1 6 . 9 9

1399
-
1
E
9
9 
1
6
9
9

1699 1 6  99
16.99 1 6 . 9 9
13.99 1 3 . 9 9
16 99 1 8 . 9 9
16.99 1 6 . 9 9
15.99 1 5 . 9 9
1
6
.
9
9  
1
6
.
9
9

13.99 1 1 9 9
24.99 2 4 . 9 9

24.99
1699 1 6 . 9 9
16,99 1 6 . 9 9
13 99 1 6 _ 9 9
16,99 1 6 . 9 9
16,99 1 6 . 9 9
1699 1 6 . 9 9
19 99 1 9 . 9 9
16 99 1 8 . 9 9
19,99 1 9  99
12.99 1 2  99
13.99 1 6 . 9 9
16 99 1 6 . 9 9
16.99 1 6 . 9 9
19.99 1 9 . 9 9
13.99 1 6 . 9 9
15 99 1 5 9 9

-  1 6 . 9 9
16 99 1 6 . 9 9
16 99 1 8 . 9 9
13 99 1 8 . 9 9
'1399 1 6 . 9 9
16.99 1 6 9 9
16.99 1 6 . 9 9
15 99 1 5 . 9 9
16 99 1 8 . 9 9
16 99 1 6 . 9 9
16.99 1 9  99

-  1 9  99
16.99 1 6 . 9 9
16.99 1 6 . 9 9
16 99 1 6 . 9 9
1699 1 6 . 9 9
19.99
16.99 1 6  99
1899 1 5 9 9
12.99 1 2 . 9 9
9,99 9 0 9

19.99 1 9  99
16.99 1 6  99
19.99 1 9  99
19.99 1 9 , 9 9
19.99 1  ggg
16.99 1 6 . 9 9
15.99 1 5 . 9 9
16 99 1 6 . 9 9
16.99 1 6 9 9
13.99 1 3 9 9
13.99 1 6 . 9 9
1699 1 6 . 9 9
1399 1 3 . 9 9
19.99 1 9 . 9 9
13,99 1 3 . 9 9
16,99 1 6 . 9 9
13 99 1 3  99
16 99 1 6 . 9 9
19.99 1 9 . 9 9
15.99 1 5 , 9 9
16.99 1 9 . 9 9
13.99 1 3 , 9 9
10.99 1 6  99
16.99 1 0 9 9
19_09 1 9 . 9 9
1699 1 6 . 9 9
16.99 1 9 . 9 9

'GOLD OF THE AZTECS
*GRIM BLOOD
*GUNS AND BUTTER
'GOLDEN AXE
HAMMERFIST
'HARPOON
HARLEY DAVIDSON
HERD QUEST
HEROES (COMP)
'I-1AOR DRIVIN 2
HALLS OF MONTEZUMA
HOLLYWOOD COLLECTION
IVANHOE
iNT 3D TENNIS
•INT CHAMP WRESTLE
iMPERIUM
INFESTATION
"INTERCEPTOR
ITALY 1999

-
.
I
N
D
Y 
5
0
0

'IRON MAN
*IMMORTAL
IT CAME F  DESERT
'JUDGE CREDO
KNIGHTS OF KRYSTALLION
KICK OFF
KICK OFF 2 WCE
KICK OFF 2 I IMEG VERSION)
KICK OFF EXTRA TIME
KICK OFF COMP
KLAX
KILLING GAME SHOW
"LIGHT CORRIDOR
'LIFE AND DEATH
*LOTUS TURBO
LEGEND OF FAERGHIL
LEISURE SUITLARRY III
'LEMMINGS
• LEW,ANG TERAMIS
LAST N I N A II
LOOM
LOST PAT ROL
'LAST STUNTMAN
*LEGEND BILLY BOULDER
MANIC MANSION
'MAJiC FLY
MIDWINTER
'MONTY PYTHON
MIDNIGHT RESCE
'MYSTICAL
'MURDER IN SPACE
MANcHESTER UTE)
MATRIX MARAUDERS
'MEAN STREET
MI TANK PLATOON
*MURDER
•MAGICIAN
'MOONBLASTER
•MY1H
NEW yORK WARRIOR
NUCLEAR WAR
'NAVY SEALS
•NARC
*NITR0
'NIGHT BREED
NORTH AND SOUTH
NEU ROMANCER
OP STEALTH
'OPERATION HARRIER
*OUTBOARD
•013ITUS
ORIENTAL GAMES
*PARANOID 90
'PANG
'PLOTTING
PROJECTILE
PINBALL MAJIC
'POWER MONGER
-
P
O
P 
U
P

POLICE QUEST
PI AVER MANAGER

MAIL ORDER PURCHASE LINE (0473) 257158/ (0473) 210605 F A X  (0473) 213457
AMIGA
16.99
13.99
19.99
13.99
16,99

-  1 9  99
19.99 1 9 . 9 9

•24.99 2 4 . 9 9
19.99 1 9 . 9 9
1899 1 6 . 9 9
16.99 1 6 . 9 9
1999 1 9 , 9 9
13.99 1 6 9 9

•16.99 1 5 9 9
16.99 1 5 9 9
1699 1 6 . 9 9
1699 1 6 . 9 9
16 99 1 6 . 9 9
13.99 1 3  99

-  1 6 9 9
15.99 1 3  99
16.99 1 6 . 9 9
1699 1 9 . 9 9
13 99 1 3 , 9 9

-  1 9 . 9 9
12.99 1 2  99
i 6.99 1 6 . 9 9

-  1 9 . 9 9
9.99 9 . 9 9

16 99 1 6 . 9 9
13 99 1 3  99
16.99 1 6 9 9
13.99 1 3  99
19.99 1 9 . 9 9
16.99 1 6 . 9 0
16.99 1 6 . 9 9
29.99 2 9 . 9 9
16.99 1 6 . 9 9
13.99 1 6 . 2 9
16.99 1 6 . 9 9
16.99 1 6 . 9 9

•I3,99 1 6 . 9 9
12.99 1 2 . 9 9
16.99 1 6 . 9 9

6.99 1 6 . 9 9
16,90 1 6 . 9 9
19 99 1 9 . 9 9
1399 1 3 . 9 9
1599 1 6 . 9 9
16.99 1 6  99
15.99 1 6  99
13.99 1 6 . 9 9
16.99 1 6 . 9 9
16 99 1 6 , 9 9
19 99 1 9 . 9 9
16.99 1 6 . 9 9
16.99 1 6 _ 9 9
16,99 1 6 . 9 9
18 99 1 6 . 9 9
1399 t  399
16 99 1 6 . 9 9
16.99 1 6  99
16.99 1 6  99
16.99 1 6 . 9 9
16.99 1 6 . 9 9
1599 1 5 . 9 9

-  1 8 . 9 9
16.99 1 6 9 9
16.99 1 6 9 9
16.99 1 5 9 9
24.99 2 4 . 9 9
15.99 1 5 . 9 9
16.99 1 6 . 9 9
16.99 1 6 . 9 9
16.99 1 6 9 9
16.99 1 6 . 9 9
13.99 1 6 . 9 9
19.99 1 9 . 9 9
1399 1 3 . 9 9
16.99 2 4 . 9 9
12.99 1 2  99

ST
16.99
13.99
1999
13.99
16.99

ORDER
36A OSBORNE STREET COLCHESTER, ESSEX, (RETAIL)

ST A M I G A
PHOTON STORM 1 3 . 9 9  1 3 . 9 9
•PANIC STATION 1 3 . 9 9  1 3 . 9 9

.•RAPYRmAMADX 1 3 9 9  ) 3 . 9 9RO 16.99 1 6 . 9 9
REACH FOR THE SKY 1 6 . 9 9  1 9 . 9 9
RALLY 1 6 . 9 9  1 5 9 9*

RAINBOW ISLAND 1 3 . 9 9  1 6 . 9 9
RESOLUTION 191 1 8 , 9 9  1 6 . 9 9
ROURKES DRIFT 1 5 9 9  1 6 . 9 9
RICK DANGEROUS 2

1
6
6
.
9
9
9
9  
1
1
6
8
9
9
9
9

ROTOX
•ROBOCOP 2 1 6 . 9 9  1 6 . 9 9

RED STORM RISING 1
1
6
5
.
9
9
9
9  1
5
6
. 9 9
9 9

• RAIL ROAD TYCOON

*RIDERS OF ROHAN 1 6 . 9 9  1 6 9 9
19.99 1 9 . 9 9

S
.
s
E
p
E
U
E
G
o
K
B
A
L
L  
2

1699 1 6 . 9 9
'SWORD OF SAMLIARI 1 6 . 9 9  1 5 . 9 9
'SECRET AGENT FLIES BY 1 3 , 9 9  1 3 . 9 9
STORM ACROSS EUROPE 1 9 , 9 9  1 9 . 9 9

19.99 1 9  99SPACE QUES1
16.99 1 6  99'SPINDIZZY 2

'SIMULCRA*SILVER BLADES 1 6 _ 9 9  1 6 . 9 9  16.99 16.99

s T O SSHADOw OF BEAST 2 1 6 . 9 9  2 4 . 9 9  19.99 -
"SHADOW SORCERER 1 6 . 9 9  1 6 9 9
STREET FIGHTING MAN 1 3 . 9 9  1 3 9 9
'SLY SPY 1 3  99 1 6 . 9 9
-
S
T
E
P
H
E
N 
H
E
N
D
R
Y

CHAMPIONSHiP SNOOKER 1 6 . 9 9  1 6 . 9 9
'SNOW STRIKE 1 8 , 9 9  1 5 . 9 9
SHADOW OF BEAsy 1 5 9 9  1 6 . 9 9
SHADOW WARRJORS 1 3 . 9 9  1 6 9 9

SUBBLITE0 1 6 . 9 9  ;
9 9
6
9 ,
9 9

SIM CITY 1 9 _ 9 9

•SuPREMACV 1 6 . 9 9  1 6 . 9 913.99 1 3 . 9 9
STAR FLIGHT

SUPERCARS 1 6 . 9 9  1 6 . 9 9
•STUN RUNNER 1 8 . 9 9  1 6 _ 9 9
*SPY WHO LOVED ME 1 3 , 9 9  1 3 . 9 9
*THE PLAGUE 1 6  99 1 6 . 9 9

16.99 i 6 . 9 9"TIME MACHINE
'TEENAGE TURTLES 1 6 . 9 9  l e  99
•THuNDERSTRIKE 1 6 . 9 9  1 6 . 9 9
• TOURNAMENT GOLF 1 3 9 9  1 6 . 9 9
TRIAD II (COMP) iv 1 9 . 9 9  1 9  99

16.99 ;
3
6
. 9
9 :

' . . r o
T E A
y o
M
r
S u
T E
Z
s
u K 1

1399
'TOTAL RECALL_ 1 6  99 1 6 . 9 9
•TOKI 1 6 . 9 9  1 6 . 9 9
TNT 1 9 . 9 9  1 9 9 9
TENNIS CUP 1 6  99 1 6 . 9 9
TURRICAN 1 6 9 9  1 6 . 9 9
TUSKER 1 6  99 1 6 . 9 9
'THE KEEP 1 6 . 9 9  1 6 . 9 9
TV SPORTS BASKETBALL 1 6 . 9 9  1 9 9 9
ULTIMATE GOLF 1 6 . 9 9  1 5 9 9
UNTOUCHABLES 1 3 . 9 9  1 6 . 9 9
UNIVERSE III 1 5 . 9 9  1 5 . 9 9
•UMS 11 1 9  99 1 9 . 9 9
ULTIMA V

1
1
9
6
.
9
9
9
9  
.
1
1
6
9
9
9
9
9

'UP AND AwAy
vAxINE 1 3 . 9 9  1 1 9 9
VENUS FLY TRAp 1 3  99 1 3 . 9 9

99'VENDETTA 1
1 6
6 , 4
9 9  
1 6
9 9

WARHEADvO0C00  NIGHTMARE 1 6 . 9 9  1 6 . 9 9  16.99 1599

'WAR YEEP 1 6 . 9 9  1 6 9 9
•WELLTIRES

'wOLFPACK 1 6 . 9 9  1 6 . 9 91699 1 9 . 9 9
1999 1 9 , 9 9

W
1
W
I
N
H
G
E
E
S
L
S 
O
F  
F
I
R
E

19,99 1 9 . 9 9
*WONDERLAND -  1 9 . 9 9
WORLD CHAMP SOC 1 3 . 9 9  1 6  99

•WLE WARMONGER 1 6 . 9 9  1 6 . 9 916.99 1 6 . 9 9
'WARE
XENOMORpH

"YOLLANDER 1 1 2 6 6 9 7 9 9 9 9 9 9  1 1 1 6 9 9

6
2 
9
9
9
9

"ZONE WARRIOR



MAIL ORDER PURCHASE LINE (0473) 257158/ (0473) 210605 F A X  (0473) 213457

CHEETAH 7,99
CHEETAH STARPROBE 11.99
PRO 5000 EXTRA GLO GREEN 1 3 . 9 9
PRO 5000 EXTRA GLO RED 13.99
PRO 5000 BLACK 11.99
OS TURBO 3 9,99
EUROMAX RACEMAKER 24.99
KONIX NAVIGATOR 11.99

HARDWARE
AMIGA 500

Standard
E339.95

AMIGA 500 'Screen Gems'
Back to the Future 2

Days of Thunder
Shadow of the Beast 2

Night Breed. Deluxe Paint 2
E369.95

AMIGA 500
Flight of Fantasy

F29 Retaliator
Rainbow Islands

EFTPO.T.R.M., Deluxe Paint 2
£369.95

AMIGA 500
'Class of the 90's'

1st Steps, A501 Expansion,
Pro Write 2.5, DPaint 2,
DPrint 2, Info File, Logo,

Music Mouse, Talking Turtle,
BBC Emulator

Box of 10 disks, Mouse Mat,
Resource File, Intro Video,

Lets Spell at Home
£549.95

COMMODORE 1084
Stereo Colour Monitor

£249.95
AMIGA External Drive

1 Megabyte DS
E69.95

AMIGA Memory Expansion
512K 5 1 2 K

with clock wi t hout  clock
£49.95 E 3 9 . 9 5

A590 Hard Drive
20 Meg Hard Drive

E369.95

L.

JOYSTICKS

DISC BOXES WITH DISCS
3.5
- 
4
0  
H
O
L
D
E
R  
L
O
C
K
A
B
L
E  
W
I
T
H

10 3.5" DSDD DISCS   1 1 . 9 9
3.5" 40 HOLDER LOCKABLE WITH
40 3,5
- 
D S
O D  
D
I
S
C
S    
1
5
.
9
9

3.5
- 
4
0  
H
O
L
D
E
R  
L
O
C
K
A
B
L
E  
W
I
T
H

40 3.5" DSOD DISCS   2 7 . 9 9
3,5• BO HOLDER LOCKABLE WITH
10 3.5" DSDD DISCS   1 3 . 9 9
3.5" 80 HOLDER LOCKABLE WITH
40 3.5' DSDD DISCS   2 9 . 9 9
3.5" 80 HOLDER LOCKABLE WITH
80 3.5" DSDD DISCS   4 9 . 9 9

PERIPHERALS
REPLACEMENT MOUSE + MOUSE
HOLDER • MOUSE MAT ..................29. 95
FOUR PLAYER ADAPTOR  5 . 9 5
MOUSE MAT   4 . 9 5
JOYSTICK EXTENDER   5 . 9 5
DUST COVER   4 . 9 5

DISCS
3.5" DSDD UNBRANDED

1 e   6 .
9 920   1 1 . 9 9
50   2 9 . 9 9

100   4 9 . 9 9
3.5" DSDD SONY BRANDED

10   1 1 , 9 9
20   2 2 . 9 9
50   5 4 . 9 9

100   9 9 . 9 9

DISC BOXES
3,5" 40 HOLDER LOCKABLE   4 . 9 9
3.5" 80 HOLDER LOCKABLE ....... 6 . 9 9
5.25" 50 HOLDER LOCKABLE   4 , 9 9
5.25" 120 HOLDER LOCKABLE   6 . 9 9

HARDWARE
ATARI 520

STFM Discovery Pack
Bombjack, Carrier Command,
Outrun, Space Harrier, STOS,
Neochrome, First Basic, ST

Tour Discover the ST
£269.95

ATARI 520
STE Turbopack

s .
-
r o
. s
. ,  
B
a
s
i
c
,  
M
u
s
i
c  
M
a
k
e
r

2, Hyperpaint 2, Indiana
Jones, Impossible Mission 2,

Human Killing Machine,
Supercycle, Outrun, Dragon

Breath, Anarchy, Bloodmoney
£349.95

ATARI 1040
STE 'Extra'

Prince, Hyperpaint, STAC,
ST Word, ST Basic, ST Calc,

ST Graph
£449.95

ATARI
Lynx Handheld

Portable games Machine,
California Games

£179.95

ATARI SM124
Monochrome Monitor

£99.95

PHILIPS 8833
Colour Monitor (Stereo)

£249.95

ATARI
External Drive
1 Megabyte DS

£79.95

CHEQ UES AND •

OVERSEAS EI.50 PER ITEM, EXCEPT HARDwAHE CHARGED AT = S T .
O RDERS PAVARL F TO  SO PTSELLERE, PO ST  P A C K I N G  F REE IN UN.

I  TO  M AIL ABIL IT Y ANO  M IDGE CHANGE  WIT HO UT  NO T ICE. NO T  ALL T ITLES REL EASED AT T IME O F GO ING TO PRESs •

TITLE COMP PRICE

TOTAL E:

NAME:
ADDRESS:

TEL NO:

Have you ordered from us before
(yes/no):

ONE NOVEMBER I
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You are on a quest t h e
kingdom of an evil Demon and his
minion s, resc ue the princess and restor*
honour to your king. Your quest will
'eat' you through raves, wamp.  tem p 1 es
and castles before reethingyi MT ultimate
challenge t h e  Demon -
hi  I s e ' ' ' . .tte

Wrath of  the c o m b i n
spectacular graphics, l a t i o n ,  sound
and playability, featuring:

• O v e r  600 Screens of Action
• O v e r  1400 Frames of Animation
• 1 5  Level Parallax Scrolling

for Realistic 3D Effect
• Bi-directional Smooth Scrolling
• S t a t e  of the Art Animation
• B rea t h  taking Backgrounds
* O v e r  100 Colours on Screen
• 6 0  Frames (sec
• O v e r  3 Megabytes of Graphics

Large Well-defined Characters
• Mo ve than 100 Different MoU-
* s ter s
• 2 0  Different Movements
* Stero  Hi-Fi Music
• Large on-screen Maps
• Save Game Option
* Arcade Game Quality

Superb gameplay and control of
characters makes this a stunning gra-
phic adventure in every sense.

Available for Amiga, Atari ST,
IBM PC and C64

Entertaimnent International (UK) Ltd • 4 The Stannets • Laindon North f  rade Centre
Basildon • Essex SS15 GM • Tel 0268 541126 • Fax 0260 541125

199D ReadsSofi ba•orpoiated -
W r a t h  o f  
t h e  
D e n i m  
I s  
a

•yadvmark of H.adjSuI 1n orporaled.
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TANKS FOB THE MEMORY

TANKS are often thought to be a 20th
century invention, In fact, their function on
the battlefield has been served since 3000
BC, when war chariots drawn by semi-wild
horses were used in Iraq. Ideal for making
sudden forays into enemy lines, these
armour-plated prototypes appeared in
countries as far apart as China and Egypt.
and were even used by the Ancient Britons
against Julius Caesar in 55 BC.

From the 15th century onwards military
powers experimented with a variety of
wind-dnven armoured land vehicles.
However, it wasn't until the 17th century
that the French produced a  steam-
powered combat vehicle: it could travel at
2.5mph and even had caterpillar tracks —
wooden slats laid down and picked up by
hand as the 'tank* passed over. By the end
of the 19th century, the development of
the petrol engine had produced the
armoured car. Despite this, cavalry was

THE ONE

Gordon Houghton charts the history of
tanks, taking in Little and Big Willies along
the way. Can he handle it? Sherman.

regarded as the primary means of mobility
in the face of the enemy until the First
World War.

The period from 1914-18 changed the
face of war. It was the dawning age of
trench warfare, machine guns and barbed
wire, all of which crippled cavalry assaults
and rendered close-range troop combat
useless. A solution had to be found. In
Britain, after early experiments with huge,
unwieldy landships, solutions were being
desivbed and constructed.

MINK LANK
Lieutenant•Colonei Ernest Swinton i s
credited with having designed the modern
tank. The first model off the production line
was known as Little Willie, built in July 1915
at William Foster & Co's factory in Lincoln.
It consisted of an armoured car body
mounted on a tractor, but even though it

qpi l l t
.
H53L

LAM 1111VIA
ONE OF the
earliest ta nk
de signs wa s
created b y
Leonardo Da Vinci.
His a rmoured
vehicle  featured a
re inforced dome
mounted on
whee ls. but
(obviously) no gun.

THE H EAVI EST
tank e ve r
constructed wa s
the German Pa nze r
Kamplwagen M a us
II, wh ich  we ighe d
192 tonne s i t
was scra ppe d
before be ing
wide ly
manufactured. One
of the  experimenta l
tanks in  World  Wa r
I wa s rumoure d to
weigh 1000 tonne s

this would ha ve
made it  virtua lly
immobile .

THE WOR LD 'S
lastest ta nk IS the
British Scorpion
AFV. which ca n
touch 80 .5kmth
(50mph) with a  50
per ce nt pa yloa d

THE T AN K
acquired its name
because the  sta ff
at Foste r's,  who
built the  fi rst
models,  we re
instructed to  te ll
anyone e nquiring
about the ir
busine ss that the y
Were

manufacturing
water ta nks. The
code name  stuck,



was driven by a 105hp Daimler engine, it
couldn't cross a ditch more than four feet
wide. In September of the same year Big
Willie appeared: i t s  'lozenge shape
allowed it to fall in ditches and climb out
again. The guns were side mounted
because the caterpillar tracks ran over the
top of the vehicle. For want of a better
alternative, Big Willie received the nod of
approval from the Army, who ordered 100
before the year was out.

Later developments used petro l
engines giving only 150hp, with  a
maximum speed of about 4mph. These,
too, had six-pounder guns mounted in a
turret on each side (which restricted the
firing angle) — but their main weapon was
the fear they produced in the enemy. They
remained unaffected by machine gun or
rifle lire, but were easily disabled by a
direct hit from an artillery shell. However,
because direct h its weren't a ll that
common, most o f  the early tanks'
problems in  action were caused by
mechanical failure rather than missiles.

Caterpillar t rack technology went
hand-in-hand with the development of
early armoured landships. For any vehicle
to cross soft ground without sinking in, the
huge weight of a gun and its armour-plating
needs to be distributed over a wide area.
The earliest caterpillar tracks were drawn
directly from agricultural tractors: they
consisted of a long belt of hinged metal
plates running on a series of wheels
aligned parallel to the ground, Little has
changed since then, and the advantages
are obvious: because tank tracks are more
than six feet long, they are able to span
wide gaps comfortably.

TAM( TOPS
When World War II dawned, the main
armament (a  large calibre gun) was
transferred from the sides to the now
familiar, rotating turret at the top. This
brought new problems: the turret was
supported by a large circular beanng ring.
which had to withstand immense forces
resulting from the recoil of the gun, and so
tanks became bigger and heavier. Two of
the most widely used designs from
1939-45 were both American: the M3 Lee
(which had a high profile by modem
standards) and the M4 Sherman — fitted
with a  heavy calibre gun. i t  was
nonetheless lighter than the German
Panzers.

The role of tanks also changed in WWII,
because t h e y  absorbed functions
previously executed by the navy. They
were still used against fixed ground
targets, bu t were also employed in
engagements between fleets of tanks —
this happened particularly in North Africa,
where the desert provided few natural
obstacles. Strategy generally played a
relatively small role: the side with the
greater number of tanks with the best
armament was most likely to be victorious.

TANK n  PAU -UM
Development since the Second World War

THE BATTLEFIELD OF THE
FUTURE
ONE OF THE MOST important developments in the
strategy and simulation world is Spectrum HoloByte's
Electronic Battlefield System. All products released by
the company from Tank onwards will be based on the
same battlefield. This effectively means that, using a

modern link, two players can control a battlefield
scenario — one on the ground, the other in the air,

A new version of Falcon (V3 0) is due for release to take
advantage of the EBS. and subsequent
releases w il l  include a n  M O  fl ight
simulator, and a helicopter simulation. EBS •
also has networking possibilities, whereby
up to 30 people can log onto a network

• w h e r e  baffles are already in progress. or
create new battlestor others to loin, All the EBS programs
can, of course. also be played individually
.

A N S

THE ONE

has largely been a response to the rise of
anti-tank warfare, particularly armour.
piercing shells and mines. Mines are best
deployed in narrow passes, since tanks
have no option but to drive over them. In
response to this, many WWII vehicles were
fitted with forward rotating chains which
beat the ground and exploded mines in
front of them. In the open field, guns and
guided shells are the best anti-tank
weapons and there are two major types.
Kinetic Energy weapons rely on high speed
and heavy shells t o  pierce armour.
Chemical Energy weapons set up shock
waves and send fragments ftying around

inside the tank. Some ammunition even
combines the two: High-Explosive Piercing
shells penetrate the armour like a kinetic
energy weapon and explode a chemical
charge inside.

Anti-tank measures have grown ever-
more sophisticated. shaping armour into
tougher and heavier forms — the most
outstanding shields a re  made f rom
Ctiobham armour, manufactured in Bri•
tam. Unfortunately, it can only be made in
flat sheets, so doesn't protect turrets and
rounded surfaces. Military thinking clic.
tates that it's better to sacrifice speed to
firepower and armour: increased protec-

tion means less manoeuvrability which, in
turn, has led to larger. heavier engines.
Inevitably, anti-tank warfare has continued
to produce bigger and better guns as a
result. This game of leapfrog between
anti-tank weapons and tank armour is still
going on today, with the result that
armoured vehicle warfare is becoming
obsolete. It's probable that the guns on
today's tanks are as large as they will ever
be, given the reliance on speed and
manoeuvrability. Unless tanks mutate into
new forms, their role on the battlefields of
the future will be a severely limited one.
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TANK
Spectrum HoloByte And Mirrorsof t
THOUGH it might look like any other M1A1 game, Tank
:Hers much more potential than a simple armoured vehicle
.,:imulation because of its EBS compatibility. Aiming to be as
Authentic as possible. it features action in Fort Knox
training), West Germany and the Middle East over 15
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.)r an individual tank. Victory is possible controlling up to 32
semi-automated vehicles, including tanks, helicopters,
artillery and A 10 aircraft. And tor those who like simulation
toned down, there's also an easy-to-use arcade mode.
Multiple perspectives available include gunner, driver,
commander and turret, as well as external and
reconnaissance views. The PC version is out soon, with
Alan ST and Amiga following in the New Year.
SHERMAN M1 TANK PLATOON
Loriciel And US Gold
AS ITS TITLE implies, Sherman concentrates on action
and hardware from the Second World War. There are three
major campaigns -  in Normandy, the Ardennes and the
eesert w i t h  a handful of missions in each. The gameplay
--as an arcade feel, with a strong attract sequence and a
f'led-3D Battlezone-style display -  but this belies its depth.
k s a compromise of arcade game and simulation which
works competently.

THE STORY SO FAR
APART FROM Atari's early venture into the tank field with
Battlezone (unsuccessfully converted to the ST), there
have been relatively few tank games. The methods of
translating 16 tonnes of metal onto a disk are almost as

varied as the number of simulations, but the
thread that runs through many is,

inevitably, the M1A1 Abrams.

CONQUEROR
Rainbow Arts
FEATURING three missions and a
trio of tanks (Russian, German and
American), Conqueror is a simple
question of outgunning the enemy
in an arcade-style battlefield. There
are two ways of winning either by
wiping out your opponent or gaining
outright control of an objective for
60 seconds. Th e  unique 3 0
scrolling rout ine -  s imi lar  t o
Firebird's Virus i s  actually to the
games disadvantage: it 's  Incky
enough controlling the tank and
directing the turret at the same time
but when you have to compensate
for an awkward perspective, i t
makes play frustratingly difficult.
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STEEL -
T H U N
D E R
Accolade
ONE OF the more complex simulations
around, Steel Thunder allows you to
control a quartet of vehicles: the M1A1 ,
M60A3, M3 Bradley and M48A5 Patton
You command the functions of the
whole crew, a common enough idea
which in this game treads the line
between authenticity and pedantry. For
example, the tank can only function if
you turn on the electrical circuits and
the engines, and you have to order the
smoke canisters to be loaded before
you can fire them. Weapons systems
are up to scratch and vary according to
the vehicle -  but you can expect a
choice of Sabot, HEAT, high-explosive
plastic, armour-piercing bullets and
TOW missiles. The major
disappointment is graphical: the 3D
display is vaned but lacks clarity. With
24 missions and a high degree of
realism, it's one for simulation buffs
rather than first-timers.

ABRAMS BATTLE TANK
Electronic Arts
COMPRISING eight scenarios played individually or as a
campaign, Abrams Battle Tank pits you against advancing
Soviet troops in West Germany. The standard M1A1 four
control positions are available -  Gunner, TC, Cupola and
Driver e a c h  with its own set of commands, The EGA
graphics are swift and smooth (though not as effective as in
other EA simulations such as LIM Attack Chopper), givingan authentic real time feel.

BATTLE COMMAND
Ocean
REVIEWED in the previous issue, Realtime Games'
unofficial sequel to Carrier Command puts you in control
of a supedank kitted out with missiles, mortars, bombs,
night-sights and other such fun toys. However, unlike its
predecessor, Battle Command isn't played in real time:
you undertake a series of mission highlights which can be
completed in any order, though some of the early tasks
involve collecting add-ons necessary to the later ones. One
for tanksters to dribble over.

HEAVY METAL
Access And US Gold
BILLED as a combination of action and strategy, Heavy
Metal offers the chance to control a couple of armoured
land vehicles. Inevitably one of them is the MI Al. but you
also have control over an XR 311 FAV (Fast Attack
Vehicle), capable of travelling at 100mph when attacking
enemy depots. As a Field Commander, you plan and
execute campaigns from the war room to the kill: the
ultimate aim is to progress tram the rank of Second
Lieutenant to live-star General,
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•.  - S e t  i .  .  as an alternative reality. BATTLE COMMAND is an

arca y  game in which the player controls a single "PAAULtR" Assault
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-; d o m i  ' r a c e s  in the NEW WORLD. The latest phase of the North/South war
has been going on for over 10 years. with a stalemate eventually developing - a

: n d o f f  between armies massed 01fer• a long dug-in battlefront. Such are the
,--- defensive capabilities of each side, full scale attacks are suicidal, so any

offensive moves are. by necessity. small "behind the lines
- a c t i o n s '  p e r f o r m e d  
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- capable of being lifted in and out of hostile territory by fast stealth choppers
and armed with the most advanced weaponry the Northern scientists can clogvisc
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Team
Yankec

Gordon Houghton gets to grips with a
platoon of four tanks in Empire's novel
approach to a simulation.
TEAM YANKEE is based on the eponymous novel by Harold
Coyle, the fictiona I account of a US Arrnytank unit stationed
in Germany during the opening days of a third world war
fought with conventional weapons. The hero of the book is
the a rmy  captain Sean Bannon,  wh o  c ommands  a
reinforced tank company with t wo tank platoons and a
mechanised infantry platoon assisted by anti-lankvehicles.
The name of his company is Team Yankee.

Featuring c omplet e s imultaneous  cont rol ov e r  1 6
vehicles in four platoons, including eight different types of
tank,thereare 26 battle scenarios tocomplete andfive ranks
to achieve.

THE FUL L -SCREEN m a p  m o d e  h a s a ll t h e  fea tu res o f  t h e
quadrant map,  p lu s so m e  e xt ra s; yo u  ca n  scro l l  t h e  vie w,
increase th e  sp a cin g  be tween yo u r  t a n ks t o  tOOM, a n d  se t  t h e ir
%sensation, Th e re  a re  s ix  f o rm a t io n  t yp e s in  a l l : st ra ig h t  line ,
column, r ig h t  eche lon ,  le f t  eche lon ,  wedge  a n d  V.
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BEFORE yo u  en te r t h e  m issio n ,  a  b rie fi n g  scre e n  p ro vid e s yo u  w it h  in t e llig e n ce
reports a n d  a llo w s yo u  t o  se t  u p  a rt ille ry su p p o rt ,  p re cise  d e ta ils o f  w h ich  depend
upon t h e  sce n a rio  and  yo u r  o w n  ra n k. Al l  in f o rm a t io n  is  d isp la ye d  o n  th e  no tepad

THE FUL L -SCREEN m o d e  a llo w s grea te r
fl e xib ilit y wh e n  co n t ro llin g  in d ivid u a l
p la toons. M a n y o f  the  co n t ro ls a re  th e
same a s in  quad ran t  mode,  h o we ve r
add it iona l fea tu res in clu d e  the  a b ilit y t o
zoom in  b y  a  f a ct o r o f  10, p ro d u ce  e n g in e
smoke,  u se  the  th e rm a l im a g in g  syst e m s
(vita l t o r  pene t ra t ing  enem y sm o ke
screens). a n d  e m p lo y the  la se r
rangefinder.

THE ACTI ON is  p r im a r ily ico n  co n t ro lle d .
a lthough in  so m e  ca se s ke ys p ro vid e
q u icke r re sp o n se s. Th is quad ran t  d isp la y
giv e s  a  c o m p r e h e n s i v e  ov e r v ie w o f  a ll
four p la t o o n s in  the  team, in clu d in g
sta tus. Se le ct in g  t h e  3 D vie w  (b in o cu la rs}
g ives co n t ro l o ve r  a  p la t o o n 's weapon  a n d
defence syst e m s a n d  a l lo w s yo u  t o  sca n
the su rro u n d in g  a rea  Acce ss in g  t h e  m a p
icon  in  e a ch  quadran t  a llo w s yo u  t o
con t ro l the  p la t o o n 's m o ve m e n ts.

l i t  157
TEAM
YANKEE
00E And
Empire

PRICE £ 2 9 . 9 9
OUT N o w
GRAPHICS 8 1 %
SOUND 6 6 %
PLAYABILITY 81%
VALUE 1 2 %

OVERALL

8 0 %
ATARI 57
PRICE E 2 9 . 9 9
OUT N o w

IBM PC AND
COMPATIBLES
PRICE £ 3 4 . 9 9
OUT N o w

The 3D
movement is
slick, and
the detail of
the sprites is
impressive,
except when
very close.
-
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"Hell ilse ll cou ld  not
have compared with

the scene  in  the
open space  to the
front o f  66  Th e re

was the burning
village ot Langen in

the background.
Flames, interrupted

by the  impact  of
_incoming art ille ry

rounds, leaped high
above the village

arid disappeared in
low hang ing clouds

From the far le ll o f
Bannon's field 01

vision to  the fair, right
and beyond.

smashed Sovie t
tanks and t racked

vehicles burned,
spewing out great
sheets o f  flames,

Eliirning d iese l f rom
ruptured lue l ce lls

formed flaming poo ls
around dead tanks.

Soviet crewmen.
some burning,

abandoned the ir
tanks on ly to  be  cu t
down a s chattering

machine guns added
their stream of  red
tracers to  the b a y.
Transfixed b y th is

scene. Bannon
received a  new

understanding o f
Wilfred Ove n 's g rim

Poem 'Du lce  e t
Decorum Est ." '

Extract From Team
Yankee by Ha rold

Coyle

IN THE DECADE after 1945 there was
doubt as to whether the tank had a future
at all in  the nuclear age. It was soon
realised, howeve r. that a tank could survive
II a post-nuclear scenario where a foot
soldier couldn't — so the process of
evolution continued.

British designs since the war have
included the Centurion (76mm gun) and its
• rxcessor the Conqueror (120mm gun).
I r're Chieftan came into service in 1967: it
- asa range of 280 miles and a top speed of
,IDmph, and is equipped with a laser
angefinder, machine guns, smoke

dischargers and a 120mm gun, 01 the
other European contributions, the most
notable have been the West German

THE ONE

THE STATU S displa y shows the  tour
ve hicle s in e a ch unit . displa ye d a s a
silhouette . Ea ch ve hicle  is represented b y
two ba rs T h e  upper ba r re ve a ls the
morale of the  crew,  wh ich  incre a se s whe n
the ve hicle  a chie ve s a  h it  on a  Wa rsa w
Pact tank,  a nd de cre a se s whe n it  is hit .
The lowe r ba r is the  e fficie ncy o f  the
vehicle  a nd it s pe rsonne l. wh ich
decreases a ccording to damage
susta ined.

AVAI LABLE we a pons include  HEAT,  sa bot. TOW Eanti-tank missile ) . smoke  grenades
and an  u n lim it e d  su p p ly o f  b u lle t s f ro m  a  m a ch in e  g u n . Wit h  p rede te rm ined  in a ccu ra cy
factors,  yo u  ca n  l i re  a t  a n y p o in t  o n  t h e  la n d sca p e  s im p ly b y m o vin g  a  cu rso r  t o  t h e
required a rea .

'TRUNDLING TOWARDS TOP TANK TECHNOLOG
Leopard series (top speed 40mph, range
380 miles, 105mm gun) and the Soviet T64
(speed 43mph, range 280 miles, 125mm
gun) and T80.

The American contribution has been
two.fold• Their most w ide ly-used tank is the
M60 — since its first manufacture in 1960
its been exported to more countries than
any other. However, the most significant
development has been the M1A1 Abrams.
Ifs the most often simulated. simply
because it's considered to be the world's
most sophisticated and powerful battle
tank. It began development in 1972 when
design contracts were farmed out to
different corporations: the Chrysler design
was selected in  1976. and the pilot

vehicles constructed in 1978. The first
production vehicle rolled off the line in
1980, with manufacturing peaking at 70
vehicles a month. When production ends,
the US Army will have between 8,000 and
12,000 MlAls,

The original M1 design had a 105mm
rifled cannon, but the MlAls were all built
with 120mm smooth-bore cannon. This
main gun fires either armour-piercing
sabot (no explosive power, but the most
powerful armour-piercing round available)
or high explosive HEAT (an explosive
chemical penetrator, with a  constant
effect regardless of range, used for 'soft'
targets such as infantry). It's also fitted with
three machine guns. Other equipment

Team Yankee utilises the same combination
of sprites and polygons found in ODE's Let
Sleeping Gods Lie — and it's a system that
works we l l  i n  a  s imulat ion.  Th e  3 D

movement is  slick, and the detail of  t he spritet  is
impressive, except when very close. The other graphics
are not so hot. Providing information on a notepad is a
nice idea, but not necessarily an effective one, and some
of the presentation pieces (such as the map) are a litt le
too functional and lack polish. The design is ambitious,
but the programmers  have pulled it  off, with a f ew
reservations. For one, the complexity of controlling four
platoons at once is demanding and tests your strategic
abilities, butwhat it gains in comprehensiveness it lacks
in indiv idual sophistication. When you get  down t o
single platoons, you can't help feeiing that the action is
balancing the line between arcade game and simula-
tion, without ever managing to capturethe enjoyment of
either. Minor details such as the poor sound effects and
the cursor met hod o f  fi ring weapons  add t o  t he
disappointment. Nonetheless ,  i t ' s  a n  impres s iv e
attempt at implementing a difficult design. Anyone who
likes a balance of complex tactics with arcade action
should check it  out,

ST owners can check out  their translation
from page to screen right  now.

A

ST
PCAlso available n o w i s  t he  PC vers ion,

converted courtesy of The Assembly Line.
Available on 3.5" and 5.25" disk it supports
CGA. EGA and VGA (in EGA mode), and

makes use of AdLib sound capabilities.

includes a laser range•finder (with 3x
10x settings) and a thermal option
allows night vision. Inside the turret
gunner has a ballistic computer slaved
the gunsight which automatically
culates elevation according to range, e
taking into account wind and

The M1A1 h a s  varied d e le
capabilities. I t s  top-secret armour,
believed to be a laminate with steel and
ceramic layers, was developed in England
in the 1970s — its disadvantage is bulk, so
only the hull and front turrets are
protected. In addition the tank is f itted with
smoke grenades, a laser warning system,
automatic fire suppression systems and
automatic blow-out panels in the roof.

NOVEMBER1990
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(DEPT ONE 7), 46 ASHDEN WALK, TONBRIDGE, KENT TN10 3RL
LOWEST PRICES! FREE DISKS! LOWEST PRICES! FREE DISKS! LOWEST PRICES! FREE DISKS!

PROGRAMMERS
Have you written any good Spectrum,
Amstrad CPC or C64 games that have
been successful in the past but are no

longer earning you money?

£500 TODAY!
If any of the following reflect your

position
•  You own the publishing rights to your games outright.
•  Your  games publishing rights have reverted back to you.
•  Your  publisher has ceased t rading etc., leaving you unclear

about the fate of  your publishing rights. We can help you
with this.

•  You think you may be able to get your publishing rights back
from your current publisher, but aren't sure how to go about
it. We can help you with this too.

•  You have acquired publishing rights for other authors games
•  Your  personal circumstances don't  fit any of  the above, but

you'd like to know if we can help anyway.•

- and you want to sell (or license) your games to
CodeMasters for an IMMEDIATE CASH PAYMENT of
E500 then call David Darling NOW on 0926 814132.
You may  prefer t o mail in a  sample t o  the address below
Samples will be returned to you if  you wish.

David Darl ing,  CodeMaster s,  Lower  Farmhouse,
Stoneythor pe,  Southam,  Warwickshi re,  CV33 ODL.

AL

TOTAL
To Order, please send this  form. together  with payment made, payable to 'M E GA M IX ', or  place your order on our  credit card HOTLINE  0737 351220.

All items include fi rst clESS D05i0138 and are sent within 24 hours 'subject to availability) . Ov aaaaaa orders add 15.00 per i te m
MEGAMIX SOFTWARE (DEPT ONE 71, 46 ABHDEN WALK, TONBBIDGE, KENT TN10 311I

1  FR E E  QUALITY

3.5" OS/OD
BLANK DISK
WITH EVERY

TITLE ORDERED

ME G A MI X  S O FTWARE  BUNDLE S

11UNDLE 5
SPY V SPY.
STARGLIDER 2,
GEMINI WING

BUNDLE 1
APB, DYNAMITE
DUX, STAR
WARS TRILOGY

BUNDLE 4
FULL METAL
PLANET, KICK
OFF. PURPLE
SATURN DAY

S i r  138/13D BLANK CASKS
QrYlO 0 I 2 c ( l I
V
I D
E4115 E 9 . 4 5  I n  /6

BUNDLE 3
PO WEFIDRIFT .
HAMMEREIST.
I AST NOWA II

BUNDLES
HARD DRIVIN•
LASER SQUAD,
SAFARI GUNS

ANY ONE O f TiM  ABOVE BUNDLES ARE AVAILABLE FOR

IF HOWEVER YOU 4 M 4 '  W O U L D P R E F E R
TOSELECI ANY m e  3 I T E  MSCROM
THE BUNDLE PACKS L I S T E D  ABOVE, TO
-
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ALL IN PRICE
SPECIAL OFFERS!!!
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PREMIER MAIL ORDER
Titles marked • are not yet available and will be sent on day of release

Please send cheque/POIAccessNisa No. and expiry date to.
Dept THO, Trybridge Ltd, 8 Buckwins Square, Burnt Mills, Basildon, Essex, SS13 113
-
1.

Please state make and model of computer when ordering. P&P inc, UK on orders over E5. 00. Less than E5 and Europe add
E7.00 per item.

Elsewhere please add E2,00 per item for airmail These offers are available Mail Order only.
Tel orders: 0268 590766

Fax: 0268 590076

TITLE
11 Meg Upgrade
11 Meg Upgrade with Cloci
688 Attack Sub
Adidas Football
&Moms Ranger
A1401
M atch . ,
"Assault on Alcatraz
Auslerldr
•B A
Back to the Future 2
'lack to the Future 3
'Badlands
Bards Tale 1 or 2 Bent Book
Bards Tile 7
•Bards tale 3
Batman the Movie
"Battle Command
Batilemaster
-
B
e
t
r
a
y
a
l

By  the Kid
Black Tiger
"BUM Warrrot
Ethoodstych
Olootheech Data Dac
BSS 7a9
9
0 
S e m
e t n
e

Budokan
Buggy Boy
'Cadaver
•Caphim
Carrier Commend
'Carthage
Champions at Itrynm IlMegl
*
C
1
1
0
0
1  
S
t
r
i
k
e
s  
B
e
c
k

Chase HO
'Chase HO 2
'Chuck Yeager
Codename Iceman i IMMO
Coronets Bequest 11%40/
Combo Racer
•
C
o
m
m
a
n
d
o 
W
a
r

Conqueror
Conquest el Camelot  IlMegi
Corporation
Crackdown
Crary Cars 2
•CrIcket Column
'Crime Wave
"Cruise For A Corpse
Cyberbal
Damocles
Dark Ceolure
Days of Thundei
Degas Elite
Deluxe Palm
Dick Tracy

'Dragon Strike
▪ Dragon Wats
Dragons Lau °Meg'
Dragons Ian 2 SInge 's
Castle
Dungeon Master
Dungeon Mentor Hee Both
•Duster
•Dyoemrte Debugger
•
F 
S
w
a
t

Edition One
Elite
Ernlyn Hughes
'Emlyn Hughes Ours
•Epic
Escape From Robot MOrlitiPS
'Escape From DAMN
Fib Combat Pilot
F19 Stealth Fighter
129 Retahator
Falcon
Falcon Mission Desc
Falcon Mission Disc 2
Ewan Formula 1
"Final Battle
Fire and Brimstone
• a i r  all
•Fligim of the Intrude,
Hight Sim
*Flip 11 And Magnese
Flood
Hight Disc /  or 11
Flight Disc European
Flight Disc Japan
Flying Shark
Football Direclor
'Had 1111 Rally
Ftle School 2 64
Fuss School 2 OWNS
Fist School 2 Linde' 6
Fist School 3 57

ST AMIGA
- 3 9 9 9
-  4499

16,99
13*  1693
999 9 9 9

- 3 4 9 9
13.99 1399
1699 1619
999 0 9 9

1699 1699
16 99 1 6  99
16 99 l b  99
1399 1 3  99
5,99 5 , 9 1

1'99
-  1 6  99

13.99 15.99
16 99 16.99
16 99 1 9  99
19 99 1 9  99
16.99 16.99
1399 1199
15.99 15.99
1E99 16.99
9.9'J 9 , 9 9
699 1 6  99

-  1699
199 1 9 9

1699 1509
16 99 1999
1499 1499
1699 1599

-  2 1  99
• 1609

11*  1699
1599 1699
16 99 1 6  99

7999
75 99

1699 1699
16 71 1 6  99
1619 1 6  99

2699
1699 1 6 *
1391 1619
1199 1499
1699 1699
1693 1699
1699 1 6  99
1399 1399
1699 1699
1699 1 6 *
1699 1699
1799 -
3099 •
16* 1699

1999
1693
2699
2691

6 *  1699
999 9 9 9
599 1699

16 99
699 1 6  99
509 15.99
4.99 14.99

99 13.99
399 1 3
9 9590 1699
390 1 3  99

99 1590
Egg 1699
9 *  19.99
0 *  1699
5.99 1 9  99
3.96 13.99
390 1390
799 7 .9 9
699 l b *
599 1 6  99

99 15.09
699 1999

2699 2199
15* 15.00
1699 1696
13 99 1390
13.99 13.99
13,99 13.90

1299 1 2 *
1691) 1 6  99
11.99 11.99
1199 1 1  99
1199 1199
1599 1590

11TIDE
Fun School 3 Oyu 7
hal School 3 Ueda 5
Future Wars
Ghouls & Ghosts
"Gold of Aztecs
Gtaudy
"Gremlins 2
Gninblood
Gunship
Hard Dilvm
Hardball 2
Heroes
Heron (West I I  Magi
•Holhmood Collection
Hounds oil Shadow
Hunt For Red October
Hunter Killer
'Hydra
nierceptor
mperrem
nes J
o n
e s  
A c
t i
o n

nrly Jones Adventure
ndy Jones Hint Book
ntematiocal 30 lenna
Int Soccer Challenge
It Caine From Desert IlMegl
It Came From Desert DM
Ivanhoe
Jack Nicklaus Extra Courses
Jock Nicklaus Golf
Jack Nicklaus Unlimited Golf
•Judge Dread
K Guest 12.3 or 4 Hint Book
Keel the Thiel
Keel the Thiel Hell Book
Kennedy Approach
Kock Oft 2
Kick DM ketre Time
Kiting Gum Show
Kings Guest 4
Kings Guest Toole
Knigerls of the Csystabon

Sort tarry 1 or 2 Hent Book
lersuoesint Larry 1 co 7
Lareuiesurt Larry 3
•Lute and Death
NM Force
'Line of Law
Lombard RAC Rally
Loom
▪ Lords of Chaos
Lost Patrol
'M Tank Nahum
'Magic Hy
Magnum 4Manhunts, Sail 1 'amuse°
Maniac Manson
*
M
a
t
t
i
s  
M
a
r
a
u
d
e
r
s

•
M
e
a
r
l  
S
t
r
e
e
t
s

Mscromose Soccer
Mehoght Resistance'
We e n i e r
MOMY PY4
,
10
41

Mu sic X  Jo s
•
M
o
r
t
i
e
r

*Nam
*Nave Seals
Neer Zealand Story
•Nrghthreed
•Nightbreed Moyle
'Nightshift
Naga Warriors
Burn
*OH Road Races
'Operation Hamer
Operation Stealth
Operation ThdrulerboR
Oriental Games
•Pang
•Paredrowl 90
Passorg Shot
Popeenama
Pirates
Player Maneger
•Ploning
Police Guest 1 or ?Hint Bonk
Police Eldest 2 'Allege Wet)!
Populous
Populous Promised Lands
Powerdrome
•Powerrnongei
Precious Metal
"Predetal 2
Pro Tennis Tour
Proltechile
•Purrnic
Reel**  Islands

ST AM IGA
16 99 1699
1199 1699
11,99 1699
1390 1693
16.99 1699
990 9 9 9

13 99 1199
4.99 4 *

14 99 1499
13 99 1399

1699
19.99 1999

- 7 9 9 9
19,99 1999
199 7 9 9

- 9 9 9
4,99 4 9 9

13 99 1199
199

16.99 1699
1119 1190
1699 1699
599 5 9 9

16 99 1 6  99
16,99 1599

14 99
9 98

1399 1 6  99
- 9 9 0

1699 1 6  90
1999 1 9  99
1399 1 3  90
699 6 9 9

-  7 0 9
-  5 9 0

1499 1496
1499 1 4  99
799 1 9 9

1699 1 6  g9
7199 2599
2699 26913

21 99
699 6 9 0

19.99 19.99
2419 2 6 *
1699 1693
lb 99 1699
1699 1699
14,99 1499
1990 19.99
13.99 1699
15,99 1699
21.91 2 1  99
1690 1699
16 99 1 6  99
21.99 2 1
9 01699 1699
13 99 19.99
1699 16,99
14.99 1 4  99
1699 1599
19,99 19,91
1339 1 3  99

49,99
16*  1119
16*  6 9 9
1599 6911
13 99 6 9 9
16 99 5 , 9 1
1699 6 9 9
1999 9 .9 9
1119 1 9 9
1699 8 9 9
1999 3 .9 9
1699 5 9 9
1699 6 9 9
1399 6 9 9
1499 5 9 9
1699 6 9 9
16.99 6119
9.91 9 9 9

1391) 6 9 9
15.99 5 9 9
12.99 2 9 9
13 99 6 9 9
UM 6 9 9

15,11 2609
1690 1699
799 1 9 9
190 1 9 9

19.99 19.99
1599 15.99
16 99 1 6  99
16 99 1 6  99
16 99 1699
1599 1 6 .*
1193 1691

TITLE S T  AM IGA
'Reach For The Skies
Red Storm Rising
Resolution 191
•Rict Dangerous 2
ROOMINO
"%Woo 2
Rocket Range,
'Rocky Horror Shrove
"Roque Trooper
Roskes Drift
R9tpx
FIVE Honda
Space Quest 1_7 or 3 Hunt Book
•Secret of the Monkey Island
'Secrets Of Luftwalle
Shadow 01 The Bawd
Shadow ol the Beast 2
Shadow WarrarrS
Silent Service
'Silkworm IV
Sim City
Sim City Terrain
'Skate or Die
'Skull And Ciossbones
'Sly Spy
Space Ace
Space Quest 3
'Spawned
Spellbfeaket
•Spellbc-und
Spy Who Loved Me
"Star Trek V
Starlight
Slartfight Hint Book
•Stmen Hendry
Strider
•Sinder 2
'Stun Runner
Stunt Car Racer
Subbutto
'Supremacy
Supercers
Swords ol
Swords at Twilight Hont Book
*learn Suzuki
*l e arn  Yanke e
'Teenage Mutant Turgid
lest Ore  2
Test Dove 1 California Chill.
Teal Drive 2 Muscle Cars
Tissi Orem 7 Supercars
'The Immortal
Their Finest Hour
Theme Park Mystery
Thooderstide
Tie Break
l ime  M ach in e

'Tob
'Iroesak
"Tom' Recall
'Tournament Gall
Tracksuit Manage.
Treble  Chturegneed
Triad Vol 3
'Turbo Challenge
Turbo Outrun
'TV Sports Baseball
TV Spons Basketball
TV Sports Football
Perth World
UNIS
*HMS 2
1.7M5 Scenario 1
UMS Scenario 2
•UN Squadron
Unreal
Untouchables
"Vaame
Virus
'Welter
Warm Gretrky Hockey
Weed Dreams
'Wildfire
Wild Streets
Wings
Wings of Fury'WO Pack

World Cup Compilation
Xenomorph
Xenon 7 Megeblest
Xenophobe
6
1
1
1
p
h
o
s

Zak McKracken
Zany Golt
Lomb.
lint 1 or 2

1599 1 6  99
16,99 1 6  99
9.99 9 9 9

16.99 1 1  99
12,99 15.99
16 99 1199
9.99

16,99 1619
13 99 1 9  99
6.99 1 6  99

16,99 15,99
14 99 1499
699 6 9 9

19.99 19.99
19 99 1 9  99
16.99

29.99
13 99 1699
9.99 9 9 9

1319 13,99
19.99 19.99

- 1 3  99
699 1 5  99

13.99 1 3  99
13.99 1 5  99
2599 2 6  99
26 99 2 6  99
1619 1 5  99
1.99

16 99 1699
16.99 1599
19914 1990

- 1 5 9 9
1,99

 16.99 1 6  99
13 99 1699
1699 1699
16.99 1699
999 9 9 9

12,99 1299
19.99 1999
13.99 1399
7.99 7 9 9
519 5 0 9

16 99 1699
19 99 1999
1999 1999

-  1699
- 9 9 9
- 9 9 9
-  9 9 1

19.91 1693
1919 1999
999 9 9 9

19*  1699
1391 1 6 9 /
1699 1 6 %
1119 1999
16919 1 6 *
1699 1699
1699 1699
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SOUND EXPRESS
The Ultimate Sound
Sampler
Amiga £34.99

SILENT SERVICE
ST or Amiga £9.99

AIRBORNE RANGER
ST or Amiga E9.99

1/2 MEG UPGRADE -
AMIGA
with Clock 144.99
without Clock E39.99

DUNGEON MASTER +
CHAOS STRIKES BACK
ST E19,99

STUNT CAR RACER
ST or Amiga £9.99

JOYSTICKS
Konix Speedking f8.99
Konix Navigator £9.99
Cheetah 125+ f6•99
Cheetah Mach 1 £9.99
Cluickioy 2 Turbo [8.99
Sega Control Stick E13.99

BLANK DISKS
UNBRANDED DISKS
10 x 3.5" DSDO £5.99
20 x 3,5" OSDO £10.99
50 x 3.5" DSDD £2399
100 x 3.5" DSDD £49.99
TOK BRANDED DISKS
3.5" DSDD £1.25 each
5.25" DSDD £0.75 each



Is the release of another W M  tank
simulation just flogging a dead horse?
Gordon Houghton rolls into action to
find out.
THERE'S never been a tank likethe M 1A1 Abrams. Its design
is a result of its function: expected to lead assaults across
enemy lines, its high-velocity smooth-bore cannon (muzzle
velocity 5,450 ft/sec) and a trio of machine guns are buried in
a heavily armoured hull.  It weighs  57,000kg, measures
approximately Eirn (length) x 3.5m (width), and can move at
a max imum roadspeed of 66.77 kph (41.5mph).

MicroProse's s imulat ion allows you to control four of
these giants at once, in thousands of different battlefield
scenarios. However, the career of any commander is not
long: survive 99 combat opportunities, and you are forced
into retirement.

THE WI DE va rie ty
of fle xible
pa rsm e le rs m e a n s
that you ca n
construct your own
difficulty le ve l. For
example, you ca n
Choose to disa ble
the enemy,  o r
a llow it  to  move
without firing,  o r
go the  whole  hog
and a llow it  to lire
as we ll,  I t you
choose a n
assignment o r
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ae•ence, holding oh' the  e ne my so  othe r troops ca n e sca pe ).k .

1 ) E MB E l l  990

HMO
0 t  H e rkiteI I t  Fmth

pant  F r
Pstririte: WERT=20SPISOIRAP1=20

Chris '  Crus he rs
'1A1 2
E51 Sm a ll P r

: ( 7 0 0 4 r e 4 S  P rLotke F r
L:PFc Kyvalskii F r

AMMO: HEAT::213
S ABO U R P
•
rz 2 0

1
,
1
1
A
1  
]
i  
M
I
A
1

O:SS4 Berri.1  r i d  C :SFc Ell 43 ;
6 :Seit Ldta C t  F r  6 :Sirt  Thomas i
Creki • u l t s  E i . /  B:C H  Owtrit iii I
L PF .; Ha ttori i A  1 _
,
PF  J I C k  
1

Ammo: HEAT.211 A l s k i e :  HEATLIDSABOTO1P/z211 S A B O T( RP )
-
. f f /MVO TANK PLATOON REPORTING FO R DUTY,

Highliallt platoon name, tante., crewmen o r ammo
to z ee details  o r  mak e chariots .

USiNG the
battlefield ma p is

one of the  most
Important a spe cts:
you ca n dire ct the

whole pla toon or
an individua l

ve hicle  towa rds the
target, a nd ca ll in

air o r a rtille rysupport. You can
also crea te  pla toon

formations, o r
generate

breakaway
movements to

outflank the
enemy Ta ct ica l

skills a re  a s subtle
as you a re .

-
•
-
•
-
•
•
•
•
—
=
=
=
7
.
7
7
7
,
-

1
1:1 T n  ,  I  t i t i t  •

a:
,1•0) T i I i i L E

PlibC k i r *
Tebl Co. 1LT A t t o
, , ,
M
,
,
s
f
t
n
e
r  
5
6
1 
1
,
1
0
1
1

L — Ht t  („Pi _  F 4
E N
,
T e
f  
S
O  
C
s  
t
t
r
t
A
r

E.AMA 5 i

AMMUNTO W
AP *2 kiE t;

- •  L A M . *  : i •
HALT

:5066 ME
,-, ' - I T  F I R E  AT OLL
1 r l .  C  CUS E

Et4-
i
T
"
P
T
$
0
.
4 
"
5
"
:

; ,
-
A
c
r  
'
R
a
m 
:  
E
N
O 
A
m
o
n

,IrvArg To •  smote 04

1 . 1 .
1  
T A M  
t o  
-  
I F
O r i  
O
P
P

Z
-
Z
W
I  
K
-
U
P
I
Z
O
C
4
1

M I  TANK
PLATOON
MteroProse

IMIGA •
PRICE U 9  99
OUT N o w

G R A P H I C S 8 5 " ,
SOUND 7 5 %
PLAYABILITY 92%
VALUE 9 0 %

O V E R A L L

9 0 %
ATARI ST
PRICE E 2 9 . 9 9
OUT S o o n
IBM PC AND
COMPATIBLES
PRICE E 3 4 . 9 9
OUT N o w

YOU AR E a ble  to
control a ll 1 6  men
in the  four-tank
platoon, e a ch with
his own unique
battlefield a bilit ie s.
Men ca n  be
translerred be fore
the a ction sta rts.
but th is ha s a
negative e ffect on
their performance ,
since  the y ha ve  to
learn to cope  with
now pe rsonne l a nd
a 'clitforent•
vehicle . As you

t c o m p l e t e
succe ssful
missions a rid ga in
promotions,  the
abilities of  your
personnel incre a se
according to
positive  battle
esperiences
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THE PU R POSE o f
most of  the

missions is sim p ly
to disa ble  Or

destroy the  e ne my.
but the  me thods
can be  ra dica lly

different. For
example, you ca n
use the  te rra in a s

camouflage, la unch
an a il o u t  a tta ck.

or se t your cre w to
fire a t will.

inexpenenced
teams will o n ly be

moderate ly
succe ssful.

Promotion a nd
extra  skill ie ve ls for

the cre w a re  the
rewards for

succe ss.
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EACH OF the  quartet of  f)fl Al ta nks offe rs
five  vie wpoints,  p lu s a  ma pboa rd. Th is
view is from the  ta nk comma nde r's sea t

when buttone d • (close d) U s  protected
from ne a rby e xplosions. Whe n
'unbuttoned' Ope n)  it 's the  be st position
on the  battlefie ld. The  tank comma nde r
dire ctly controls the  .5 0  he a vy ma chine
gun a nd the  turre t-side  smoke  grenade
launchers.

IN ADDITION to the  inte rior vie ws,  the re 's
a vie w of  a ny o f  the  four ta nks from
behind. Be ing a  spe cta tor is ple a sa nt
enough, but not a dvisa ble  in the  hea l o f
battle.

LEFT I 4  RIGHT ' 0 0 1 4 1 1  5  'WPM TO Ffi t c . . 1 1 1 6

A

s.) •

ST
PC
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THIS IS the  drive r's
seat. I t s a  le ss
useful pe rspe ctive
because i t s  lowe r
to the  ground a nd
la cks
magnification.
However, it  doe s
have night vision,
and the  drive r is
dire ctly re sponsible
for the  dire ction
and speed o f  the
tank hull.

THE VI EW from the  Gunne r's Prima ry Sight  is limite d,  but the
magnification a nd night vision de vice s are  the  best on the  tank
The gunne r controls the  turre t,  including the  la se r rangefinder.
120mm ma in gun a nd the  coa xia l ma chine  gun_

The most striking aspect of M1 Tank Platoon
is its depth: you wouldn' t  expect a game
which incorporates command of an entire
tank platoon t o  achieve t he amount  o f

control and detail which this does. And that's just on the
level of a single mission. All the different parameters and
thousands o f  bat t le s ituat ions mak e every  game
uniquely interesting. The 16,000 acre batt lezone —
subject t o a variety of  condit ions such as daylight,
nightfall, adverseor clearweather — providesa vast area
in which to develop strategies. The technology and
strategy elements are bang up to date, incorporating the
latest equipment and options to call in art illery or air
support. If all this sounds a bit heavy, you can let much of
the simulation run itself, giving orders and wait ing until
the last moment to take control and claim the glory. The
only s light  reservat ion is  the update speed of  t he
graphics when running a high level of detail: it  can be
jerky enough to prove annoying in quieter moments,
although you hardly notice it when you are engaged in
battle. M1 Tank Platoon is simply the most comprehen-
sive tank simulation to date, and anyone with an interest
in land warfare should get hold of it.

An ST version will be available soon, and
should be the same right down to the last
rivet.

An MS-DOS compat ible M1 Tank Platoon
has been around since October of last year.
The gameplay is exactly the same, but the
running speed varies according to the PC. It

comes on 5.25" and 3.5' disks, and supports CGA, EGA
and VGA fin EGA model.
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Choose your  car, gr ab the wheel and go!

Speed through th e  cities, deserts, forests and wastelands
competing in over 30 gruelling races — day and night in a mad
dash for the finishing post.
Race against the computer or friends.
Pop in the shop to enhance or repair your machine.

Pedal -  to -  the -  metal fun!
Squeals on wheels!
Lead -  free frolics!

Screen Shots  f rom thc Amiga vers ion

S E E I N G  I S  B E L I E V I N G

N I T R O

SAS 0  G A S  3 2 % 4 GOIS 0

PSYGNOSIS
FREEPOST
LIVERPOOL L3 3AB
UNITED KINGDOM
Tel: 051-709 5755

VISA
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Image Animation is the country's leading
Special Effects team. Gary Whitta meets the
men who make movie magic.

"I've got the
only job in
the world

where
somebody
will look at
your work

and say, 'My
God, that's
disgusting',

and you
reply, '
1
) h ,

thanks very
much!"
Bob Keen,

Image
Animation

THERE'S A LOT to
be said for working
in Special Effects.
Where else could
you get paid fo r
cutting o f f  Sean
Connery's head.
creating a  robot
that systematically
kills people, o r
breathing life into
crea tures s o
bizarre as to  put
even the strongest
of stomachs into
reverse?

While i t s  a
widely held belief
that this sort o f
activity is strictly

limited to the bounds of Hollywood, one
team has managed to do all of the above --
and more — from a slightly less glamorous
location, and make itself the country's
leading SFX house in the process.

Based in the heart of Pinewood Studios
in Middlesex, Image Animation has, in its
five-year lifespan, provided the gruesome
and fantastic visuals for more films than
you could shake a clapperboard at. Its
impressive portfolio includes work on
Hellraiser. Hell bound, Highla nder, The
Unholy, The Lair Of The White Worm
Waxworks, the TV version of Doctor
Jekyll And Mister Hyde and, more
recently. Nightbreed, Hardware and the
forthcoming Highlander 2

And for IA
.
s 
f o u n
d e r ,  
B o
b  
K e
e n
,  
t
h
e  
l
i
s
t

goes on. In his 11-year career he's worked
on all of the above along with The Empire
Strikes Back. Return Of The Jedi, The
Dark Crystal. The Neverending Story..
And many more. Not bad lor a man who
started his creative career buying Airfix
Tank kits, throwing away the instructions
and then using the bits to build his own
bizarre models.

Primarily now I'm a designer." Bob
explains. 'I started off doing model work
outside the film industry — which, with no
formal training ground for this industry, is
one of the best routes in as it teaches you a
whole group skills — and the first film I
really worked on was The Empire Strikes
Back. I went for an interview on the film,
and Stuart Freeborn, who was in charge of
the Make-Up Effects, said he could give me
a week's work. I left the picture 11 months
later with my union card and a lot of
experience."
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M e  most ofent into its
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After working on The Empire Strikes
Back. Bob went on to help out with a host of
other movies including The Keep, Krill!,
The Dark Crystal (with Jim Henson),
Return Of The Jed i (Bob was one of the
men in  charge o f  Jabba The Hutt),
Lifeforce and Highlander - the first film
that Bob 'chiefeds. During that period, Bob
broke away from Make-Up Effects (the
company he had been working with) and
formed his own firm: Image Animation.

The name for the company came as a
few of us were talking about a name for a
new computer system, and someone
suggested The Image Animator. It struck
me as a really nice name, so I thought
Image Animator/Image Animation and the
name stuck,' Bob explains.

As luck would have it, the company's
maior break came shortly after i t s
inception, in the form of an unexpected call
from horror author Clove Barker. Clive was
looking for someone to create creatures
and chuck some gore about for his first
film, Hellraiser.

"Clive called me up and said, 'I hear
you're good,' and I said, 'Clive who?'. But
we got together and he had me hooked on
the idea. Clive'sextremelytalentea,and he
can draw you into his story better than
anyone else I know"

Such was the success of Hellraiser that
Image Animation soon became known
around the industry as hot stuff, and a
plethora o f  work followed, including
Hellraiser's sequel Hellbound. I t  was
during production on that movie — which
took place at Pinewood — that the studio
offered Image a permanent base, and the
rest is history. 'Pinewood like us: explains
Bob. And I like Pinewood. It's a great
place. All the big effects movies, like
Batman and now Alien Ill are made here,
and other SFX companies, like Effects
Associates, are based here also. There are
probably more effects people per square
foot here than anywhere else in the world
— outside of Industrial Light and Magic."

Unlike many of its stateside counter-
parts, such as George Lucas' Industrial
Light And Magic, Image Animation is very
specific about the type o f service i t
provides.

"We don't do opticals, matte paintings,
laser beams and so on or what are called
physical effects, such as tire and rain and
so on." Bob explains. 'We do special
make-up effects, which covers pro-
sthetics, animatronics, creature making,
puppetry, plus a little bit of model making
and a  lo t o f concept work, such as
sketches.
- The way in which Image Animation gets
involved in a project is simple. After an
initial request from the film people. IA

"I've always
wanted to

be a
magician

an
illusionist."

Bob Keen,
Image

Animation

PAUL JON ES ha rd
at work re building

Nightbrood's
gruesome Va sty

Moses. Such wa s
the b u lk o f  the

model use d in  the
movie, it  ha d to  be

destroyed once
filming wa s

finished Bu t  now
bps ba ck in  h is

second
incarnation. bigge r
and more  blubbe ry
than e ve r (a lthough

in this shot he 's
still to be  pa inted).

heading up the
Nightbreed

exhibition curre ntly
on a l Towe r
Records in

Picca dilly C ircus.

LL act
receives the  a ll-
important scrip t
which Bob reads to
get an idea of what
would be required
8FX-wise, and also
to determine if its
the sort of film the
team wants to work
on.

IA is surprisingly
stnngent in what it
chooses to do. as
Bob e xp la in s :
'There was a film
that came through
hereabout a month
ago a b o u t  a
lactykiller. and the
whole emphasis of
it was that this guy
basically enjoyed killing pec,ple. We lust
said no — we didn't want to do it, it's as
simple as that:

So what is it that Image looks for in a
script? 'You're looking for a couple of
things," says Bob. "You're looking to see if
the effects themselves are going to be
intelligent and good for you to do. and
whether the project offers opportunities
Most important for me, when I read a
script, is whether or not I enioy the script.
and think it's going to be a good movie,'

Talking of good movies, what are Bob's
personal preferences?•I'd like to see more
adult fantasy. I  think that the adult
imagination is as wild and crazy as that of a
child, but it never actually gets catered for
And you can see that it works when you
look at something like Total Recall or The
Terminator or Aliens. While I was in the
States recently I saw the Teenage Mutant
Ninja Turtles movie, which is technically
brilliant, but the film is a little flat. It only

1165

SOM ETIM ES it s
the le a st e laborate
make-ups that a re
the ha rde st to  do.
The •transtormed•
face ma ke -up for

Nighibre e d's
centra l cha ra cte r
Cabal comprise s
eight individua l

latex a pplia nce s.
Ca nt se e  the
p ins?  Tha t's

because the  pie ce s
come together

along the  line s a nd
whorls on Boone 's

face.
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WHILE Image  An im a t io n  m a ke s m o ve s t o
put toge ther a  ded ica ted  SF X e xh ib it io n ,
VIP visit o rs t o  t h e  w o rksh o p  ca n  m a ke  d o
with  a  t o u r o l  t h e  t r ia m 's crea tu re
cupboa rds. Un fo rtuna te ly t h e  sh o rt
litespan o f  la te x ru b b e r m e a n s tha t  so m e
of t h e  o ld e r e xh ib it s here ,  su ch  a s t h e
Corrido r M o n ste r f ro m  He llra ise r. kn o wn
as ' T h e  En g in e e r",  w o n ' t  la st  f o r t o o
much lo n g e r b u t  a s th e  o ld  g o  o u t ,
there a re  n e w  e xh ib it s t o  re p la ce  th e m .
The se le ct io n  se e n  h e re  is  taken  f ro m
Hearaiser, Th e  Un h o ly,  Noghtbreed. Je kyl l
And Hyd e  (th a t 's M ich a e l Ca in e 's
pu lsa t ing  head a t  t h e  f ro n t ) and,  in  t h e
compartment  b e lo w. Ke n  R u sse ll 's Th e
Lair Of  Th e  Wh it e  Wo rm .

really works for kids."
One thing that's guaranteed to put Bob

off, however, is an abundance of blood and
guts.

hate gore," he says. "I've done a lot oi
gore, and I have to say that it's the most
boring thing to do. When you've chopped
one person's head off, you've chopped
them all off. There are variations, such as
what chops the head off — recently we
decapitated someone with a steam train
for Highlander 2 b u t  the effect is more or
less the same. You get to a point where
you've done so much gore that it's more of
a technical than a creative thing."

As a result, anyone who turns up at
Pinewood looking for work with a portfolio
full of gore is not likelY to impress — Bob's
shown the door to plenty of hopefuls on
that score. Of the 400 people who apply for
jobs at Image Animation each year, only
three or four are actually taken on. The
competition's tough, and only those who
show real imagination are likely to impress.

Bob is the first to admit that anyone who
works in the special effects field doesn't
have an easy time of it, especially when
working on a film set. Since prosthetic
make-up can take hours to  apply, a
make-up crew can start its day as early as
lour in the morning and expect to work
through to 11 at night. But, as he's quick to
point out, the rewards on offer are unlike
any other profession.

"You get to play God," he explains. 'It's
all about creating entire creatures —
creating things out of inanimate object!.;
and making them live. The reason I didn't
like modelmaking i s  that, i f  you're
modelling something like a truck, you need
to be very precise and exact as it all has to

THE ONE

be accurate and to scale. But when you're
creating a creature, you can lust let your
imagination run wild, as you don't have
those same restrictions."

Is there one single thing about the job
that Bob enjoys most? 'Yes, watching
rushes the next day — I prefer watching
those to the finished film. You come in to
work in the morning, feeling tired, and the
first thing you do is watch yesterday's
rushes, which is the first time you get to see
if your effect has worked on screen or not.
If it hasn't it's the worst feeling in the world
as you know you have to do it all again. But
if it works, it's the best feeling in the world!"

The job of a special effects artist is to be
creative — but even then there are limits,
as Bob explains: "You can do things which
are so wild that they actually distract from
the movie — and there are a lot of effects
films that do that, where someone has
gone so far that they've lost the audience.

THERE AR E o l  co u rse  t im e s when  a n
ef fects a rt ist  co m e s u p  w it h  so m e t h in g
too we ird  f o r  w o rd s. Image An im a t io n
produced se ve ra l su ch  cre a t io n s f o r
Nightbreed. Th is a t t ra ct ive  sto p -m o t io n
model o f  a  liza rd •m an  w it h  a  sh a rk- like
mouth f o r  a  g ro in  w a s re fused  b y C live
Ba rke r sim p ly b e ca u se  it  w a s t o o  st ra n g e .
But  w h o  kn o w s?  Th is lit t le  beast  m a y ye t
be u se d  in  a  f u tu re  p ro je ct .

BOB KEEN  re la xe s in  h is  o f fi ce  w it h  a
sma ll se le ct io n  f ro m  h is  a rm y o f
handmade f r ie n d s. I n clu d e d  h e re  a re
some o f  t h e  st a rs o f  Nigh tb read .
Hearaiser, Th e  Un h o ly,  Wa xw o rks a n d  th e
Tv se r ie s a ld b o d s. Bo b ' s  the  o n e  w it h  t h e
stripy shirt,

You have to  make things look real.
particularly in an anatomic sense. When
we were doing the skinned people for
Hellraiser, if we had made them look like a
skinned person really should look, no-one
would believe it. It's how people think that a
person who's been skinned should look
that's important. The same rule applies
when creating creatures — it's how people
think they should look, not necessarily how
they would look. And often ifs movies that
give people those ideas of how things
really look. I t 's a ll locked into the
subconscious — we're all living off images
that aren't rear

Despite this tendency to replace what
actually is medically correct with what
looks right, IA still draws on many factual
influences when researching its effects.
'We have a library of medical disease
textbooks," Bob reveals, "which we tend to
draw on for textures and colours and
things like that because they're so unusual.
It's the same as when artists look at
pictures of deep-sea fish for textures and
colours. I personally don't use them that
much because they make me feel sick — if I
cut myself and see real blood I think I'm
going to faint!"

How a  particular effect o r look is
achieved depends not only on what
exactly needs to be done, but also the
resources available and some simple
logistics: 'There are some effects which
simply couldn't b e  achieved using
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WHAT A difference a bit of rubber makes.
At  th e  recen t  Com pu te r En te rta inm en t
Show a t  Ea r l ' s Court ,  Bo b  Keen  a n d  Pa u l
Jones we n t  t o  w o rk o n  Th e  On e 's Ga ry
Penn a n d  Ga ry Wh it t & m a kin g  them u p  a s
characte rs f ro m  Nigh tb reed . He re 's h o w
they lo o ke d  b e fo re ...

ii

AND AGAI N  a n  h o u r la te r. De sp it e  th e
d ram at ic change,  t h is i s  a ct u a lly t h e  m o st
basic m a ke -u p  a p p lia n ce  tha t  ca n  b e
used, t a kin g  a  re la t ive ly sh o rt  t im e  t o  d o

about 45  m inu tes,  Th e  m o re  e labora te
make u p s  a re  m ade  f ro m  m a n y m o re
separate la te x app liances,  a n d  ca n  t a ke
six u p  t o  e ig h t  h o u rs t o  a p p ly!
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IMAGE ANIM ATION d o e sn 't  t h ro w
anything a wa y. I t s slo re ro o m  i s  p a cke d
with ju st  a b o u t  e ve ry m o u ld  ca se  it s e ve r
used, a n d  a s M a n y cre a tu re s a n d  m o d e ls
as ca n  p o ssib ly b e  ke p t  a re  kept ,  Yo u
Never kn o w  wh e n  yo u  m a y wa n t  t o  m a ke
another id e n t ica l ca st  o r  crea tu re ,  sa ys
Bob, -
a n d  
w
e  
r
e  
a
l
l  
v
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r
y  
f
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o
u
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crea t ions. I  sa w  Jabba  Th e  H u f f s  e ye s
ripped Out  and  h is  b o d y t h ro wn  in  t h e  b in ,
wtoich is  t e rr ib le  b e ca u se  it ' s a  p ie ce  o f
h isto ry and t h e  p h ysica l o b je ct  is  ju st  a s
tascina t ing  a s the  fi lm  it se lf . I  we n t  t o  an
exh ib it ion  in  L o s An g e le s wh e re  th e
orig inal Kin g  Ko n g  m o d e l w a s o n  d isp la y.
and it  lo o ke d  te rrib le . I t  w a s a ll f a llin g  t o
pieces, a n d  th e  fi lle t  w a s co m in g  out ,  b u t
you ju st  t h in k,  'Th a t  w a s Kin g  Ko n g . Th a t
was wha t  clim b e d  u p  t h e  Em p ire  Sta te
Bu ild ing  •

IT YOURSELF
EVER WANTED to have a crack at creating your own
Special Make-Up Effects? With all the materials you
need either lying around the house or only a quick
shopping trip away, it's a lot easier than you may
have thought, and the results can be surprisingly
realistic provided you know what to use and howto
use it  Here's SFX supremo Eob Keen to explain
how...

DISEASES
•LETS start off in the Chemist's. There you can get stuff called
Gelatine Powder, which is basically lefty in a granular form i t ' s
used for making cakes. If you make that up, and mix it with pieces
of tissue, cotton wool, Corn Flakes or Rice Krispies, you can

' apply it and make up really horrible diseases and so on."

BRUISES
'WHILE you're at the Chemists, pick up one of those small
eye-shadow boxes. Try to avoid one with lots of glitter in it, and go
instead for one with lots of, reds, blues and greens. These
colours can be painted onto the skin to create fake bruises. If you
took at a real bruise, you'll see that the colour graduates from
yellow —green, to blue, to red and then out to the normal colour
of the flesh. Follow that colour scheme and you can create a
'ealistic bruise.'

UPMEALTHY TEETH AND GUMS
• E RE'S one I've never actually used myself, but I saw someone
7.e do it and it works really well. Get some pink chewing gum

chew it up so it's nice and pliable. Then, after you've washed
Jr hands and rinsed out the gum, take it and mould it around
Jr teeth — it looks like gums. Now take some peanuts and
sh t hem c r ookedly into the gum to create really horrible teeth.
it one works really well for zombies."

full-scale live action where stop-motion
animation is used. You might have a
creature design that simply wouldn't work
as a suit for an actor, or a shot where an
actor falls from a tall building — it would be
much cheaper to do that as an animation
because you need so much space with
live-action. Or maybe you're dealing with a
shot where the ser'simply doesn't exist!
Stop-motion's wonderful because you
have complete control over what you're
doing. I f  you're doing a scene where
something is transforming into something
else, you can replace that object halfway
through what looks like one shot with
another object which then goes off to do
something else. That's basically how the
Configuration Bo x f ro m Hellbound
worked,"

Since the start of his career, and the
formation of Image Animation, Bobadmits
he's seen a lot of change both in the style of
his own work and special effects as a
whole. 'There are new things coming along
all the time, and technology, science and
materials are always increasing. You
couldn't have done something like
Nightbreed 10 years ago, because the
techniques were different. And there are
some fascinating new materials appearing
now. We draw on everything for our

THE ONE

"When
you've

chopped
one

person's
head oft
you've

chopped
them

off."
Bob Keen,

Image
Animation

BLOODY LOVELY
WHAT about the old favourite — blood? 'You should try to avoid
using the theatrical blood you can buy." Bob advises. 'You can
make your own blood. It's more realistic and less expensive.
Pour out some Fairy Liquid and mix it with very small amounts of
cochineal food colouring so it's dark red. Then spoon in some
Lyon's Golden Syrup and cut it down with water to keep it from
getting too thick, The result has just the right consistency,
texture and colour — which is the hardest thing to get right. The
only problem is that the Fairy Liquid stops the mixture from
being edible, and cochineal food colouring stains clothes, so you
have to be careful. If you can get it, use Strawberry ice-cream
colouring powder, as it gives the same result but washes out
easily."
WOUNDS
FOR MORE complex stuff like wounds you may have to scout
around a bit fora specialist make-up supplies shop, as that's the
only place likely to stock ultra-useful Nostruma Plaster. 'It's a
sort of wax that you can mould,' Bob explains. 'You can use it to
make scars, gouges and bullet-holes, where the skin is raised.
You can lace the wound with your blood-mix to make it all the
more realistic.'

AND FINALLY._
IT'S ALSO a good idea to take in as many effects movies as you
can to see what kinds of effects are possible, and a visit to the
Museum.Of the Moving Image (MOW on London's South Bank
is also worthwhile. And, of course, there are a number of helpful
books. Bob recommends Professional Make
-
Up  A r t i s t  b y
Vincent Kehoe and Bizarr° by American SFX wizard Tom Savini,
And, as fate would have it, next year IA is releasing its own
locks-of-the-trade book, entitled Image Animation's Special
Make-Up Effects.

For more serious potential SFXers, who may be looking to
build a career out of their new-found interest, Bob has this
advice: 'Read as much as possible, practice, and, if you can, take
a course, Unfortunately there isn't much formal training outside
the fi Im industry, but there are a couple of useful cou rses you can
do. The most important thing is to try to get a good portfolio
together, as that's what gets you work. Good luck..."

BEFORE a n y cre a tu re  o r  m a sk is  crea ted ,  a  sm a ll-sca le  m o d e l
ca lled  a  'Maquette• i s  scu lp t e d  t o  g e t  a n  idea  f o r  h o w  i t  w i l l
look lit e -size . I t s  a lso  h e lp f u l wh e n  d e cid in g  whe the r a
creature sh o u ld  b e  a  f u ll-size  su it  f o r  an  a ct o r  t o  wear,  o r  a
stop-f rame m o d e l. M a n y o f  t h e  cre a tu re s in  N ig h lb re e d  e xist e d
on ly a s sm a ll m o d e ls,  s im p ly  b e ca u se  t h e  d e sig n  wo u ld  n o t
a llow them  t o  be  p la ye d  b y a n  a ct o r. As  t h is as-ye t -unnam ed
creature co m e s toge the r f o r u se  in  a  fu tu re  p ro ject ,  yo u  ca n
see h o w  Image An im a t io n 's e xt e n sive  lib ra ry o f  m e d ica l
textbooks o f ten  co m e  in  h a n d y f o r g e t t in g  p ro p o rt io n s co rre ct ,

materials f r o m t o e  medic al  l i mb -
replacement and organ materials that
hospitals use right up to what NASA is
currently doing with silicon chips and
robotics,"

With computers playing a more and
more instrumental role in the SFX field,
Bob is keen to steer his company in that
direction. "We're using computers a lot at
the moment now, and we're going to be
using them more next year when we'll be
doing some Theme Park-type work,
Computers are  very useful f o r the
manipulation of creatures, and I  think
they're going to get more useful for the
design of creatures when the digitising
element takes off. I think that when the
Toaster, a combined video digitiser and
processor, comes Out for the Amiga, that
will be a very useful tool, because you'll be
able to distort real pictures. I'd like to get
into using them for storyboarding —
there's a great storyboarding package for
the Macintosh which I'd like to get,"

At the moment, Image Animation makes
extensive use of the Atari ST as a reference
tool for stop-motion work. 'What we do is
to frame-grab the frames using an ST and a
video camera as the stop-motion is being
done, and then play the frames back at the
end of the day to see how the movements
look, That makes life a lot easier, and it's
another example of technology catching
up with the film industry. But having said
that, getting someone on a stop-motion
set-up to get together an ST and grab the
frames as you go along is often more aggro
than it's worth."

But what about using computers to
create models of creatures on computer
rather than constructing them in clay? "I
think that's science fiction rather than
science fact," says Bob. "Often I deal with
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the human element, and that's something
that a computer can never get grips with —
it's much easier for me to throw a piece of
rubber over an actor's face to work out his
proportions than have a computer plot a
three-dimensional graph of it for me. I love
computer graphics. I  think computer
graphics are a fascinating thing. But when
it comes to the human element, it just
doesn't work"

And what about the Amiga 500 in Bob's
office? 'I use it for business and for playing
games. I like games, they're like interactive
movies. I'm waiting for the day where I can
play Luke Skywalker, get into the cockpit
and everything looks just like the film.
That's what excites me — the idea of an
interactive movie where the destiny is my
own. I think there are going to be some
great links between the film industry and
the computer over the next ten years
which are going to make some fascinating
products. I think they will re-invent the
computer and the computer game. People
need things to relate to, and until they have
100 per cent realistic environments where
what you're playing is real, those people
are always going to be critical. Ten years
ago we had Pong, and today we still have it,

albeit in  3D and
with extra features
and a new name.
It's still a variation
on an old theme.
The point when
video g a m e s
become r e a l
interactive movies
is when we  will
re-invent t h e
wheel."

Does Bob see
any c r e a t i v e
similarities b e -
tween the job that
he does and a the
job of a computer
game designer?

i  ' Y e s .  there are, It'slam ; • v e r y  interesting
after working with  Ocean o n  th e
Nightbreed game and now Mirrorsoft, to
see that a game is put together in such a
way that, with storyboarding. design and
content, it's very similar to the way a movie
is made. The techniques are very similar.
With the Nightbreed game Ocean were
fantastic — they sent their people down,
we had lunch and discussed things and
they were really enthusiastic. It's just a
shame that enthusiasm didn't go all the
way up. I  think Clive Barker was very
interested in the game, but the people at
Morgan Creek Productions just thought,
'What the hell is this?. The two industries
have not grown up together — in fact
they've grown apart, and I hope to bridge
gaps. I  think that, especially with the
advent o f  CD technology, there are
definitely areas where the two could fuse
very easily into one, and that could be very
exciting In the same way that special
effects are now exciting i n fil rns, they could
be exciting in video games. I find the idea of
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FROM LITTLE a corns._  Th is impre ssive  ste a mship wa s the  first
major mode l Bo b  e ve r worke d on,  a t the  ripe  Oid a ge  of 18, a nd
was use d in  The  People  That Time F e ig n  Ha ving re ce ntly
unearthed it,  Bo b 's curre ntly trying to  find a  pla ce  to ke e p it . a s
he doe sn't ha ve  ihe  heart to bre a k it  up. Wha t a  sentimenta l
chap.

making an interactive movie a  very
c hall engingand exciting area that I'd like to
get into.'

Looking to the future, Bob reckons we
can expect to see this side of the Atlantic
playing a more dominant role in the movie
world in the years to come.

"I think we need to establish in this
country that we are an industry to itself and
not just an American offshoot. Something
like Memphis Belle goes a long way
towards doing that — proving that Over
here we can make and finance our own
movies, and release them around the
world. Thatrs what Hardware's all about,"

And the future of special effects? 'I think
we'll see a bonding between computers
and people. Today, computers are very
much a stand-off to people in the street.
When computers come to a point where
you can create on them as easily as you
can play on them, we'll see a vast new
industry. Technology-wise, computers will
become a lot more helpful on the design
side, because the flexibility of what you can
do with drawings and so on will be greater.
But that won't happen until those
computers can handle creative people
who don't want to just sit and punch
numbers in.'

One thing that Bob would like to have a
crackat in the future is di recting "Directing
is what everyone wants to do, from the
clapperboy all the way through to the
producers. The reason for that is that it's
vision. It's getting your vision on the
screen. Unlike television, the film director
is in control, so you can focus on getting
your thoughts and your images Out there."

And even with 11  years o f  SR,
experience under his belt, there are still
effects that he would like to tackle. "There
was a script that came into us a while ago
that I  thought was absolutely mind-
blowing. It had an effect in it where a guy
takes a hallucinatory substance which.
instead of bending his mind, it bends his
body! His mind stays perfectly sober, but
his body goes completely mad. Now that
would be fun...'

"My job is
to make

other
people's

imagination
come to

life."
Bob Keen,

Image
Animation

SPECIAL EFFECTS: A
GAROTTED HISTORY

NOVEMBER1990

IT ALL started way back in the early days of classic cinema
horror. One of the first movies to elaborately make up anactor as
a monster was the original Frankenstein, starring Boris Karloff.
Because there was no such thing as foam rubber at the time,
make-ups in those days consisted entirely of nothing more
elaborate than cotton wool and coat after coat of paint. As a
result, the Frankenstein make•up took a staggering six hours to
apply every day, and was excruciatingly painful to wear.

'Make-up effects started out more as a form of torture than
anything else,' Bob explains. Today, the only one of the original
techniques that is still in use is the use of colour to show ageing.
Everything else has moved on.

In 1933, the release of King Kong showed the world that
stop-frame animation of models could produce results as
realistic as the real thing although the technique had been
used before in a short feature called Lost World.

The first ever use of latex, or foam rubber make-up, came with
The Wizard Of Oz in 1939. Since then there have been several
'breakthrough' films, the most notable of which being Stanley
Kubricles 2001 (1968), for Stuart Freeborn's innovative
mechanical apes. The Howling and An American Werewolf In
London, which won make—up genius Rick Baker an Academy
Award.

Even today, things are on the move. The latest innovation to
come from America is called Motion Control, a derivative of
stop-frame which has a  computer move the sublect
automatically dur-
ing filming rather
than shooting one
frame at a time. The
result is a 'blur' that
looks at worst very
wacky, and at best
startlingly realistic, . 7 . 1 1 1 P P

TRICKS Of THE TRADE
JUST HOW does Image Animation go
about transforming an actor into a
monster for the screen? From conception
to completion, the process is even more
complicated than you may expect.. After
some preliminary sketches, a small-scale
model of the head or creature is sculpted,
to give an idea of how the finished product
will look If it's accepted (a lot of make-up
ideas get trashed in the very early stages),
a cast of the actors head is made for
purposes o f  ascertaining scale and
proportion. While heads don't differ much
in size f rom person t o  person, a
poorly-fitting make-up can be uncomfor-
table — especially when it has to stay on for
hours on end.

A mould is then cast in the shape of the
make-up, and latex (a very adaptable but
extremely expensive form of spongy foam
rubber) is poured in and left to set. When
it's removed f rom th e  mould, the
'appliance' is painted to make it look more
like flesh and less like foam rubber before
being used.

The process of applying a make-up is, if
anything, even tougher and more labour-
intensive than making it in the first place.
Due to the amount of time a make-up
takes, Image Animation's team of make-up

artists are up and about as early a four in
the morning, in  order t o  have the
characters ready for when the cameras
start rolling at eight. Sticking the latex in
place with glue is simple enough, but the
'melding' of real skin and latex so there are
no visible joins is a much tougher process,
requiring the actor's skin to be carefully
painted the same colour as the mask
While latex is very flexible material, it's vital
that it's applied properly around areas t hat
are likely to be on the move (such as the
eyes and mouthl, else the made-up actor
will be unable to perform or even breathe!

With the latex applied and painted, the
whole thing is blow-dried (running paint
can b e  embarrassing), and finishing
touches made. Bob and the team remain
on set throughout the days filming in order
to touch up any make-ups that need
repairing, and at the end of the day the
latex is taken off and thrown away —
several identical masks are made from the
same mould, and each one is only ever
used once. It's an expensive way of doing
things, as the most basic mask costs
around 175 to make, but the only sure way
of getting results every time. Can you
imagine the lead character's overused
face falling off in the middle of a take?
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A COURSEANDPLAY- THE SAME DAY

TI_DM T
"Like me, I  thin
this simulation •  ptur
complete golf e •  rien
sculpting lan d s—zt o
magnificent fin!
— this is truly go from
the ground up."

With a design based on the system Nicklaus uses to create
courses, players can now have unlimited golfing fun by not
only playing some of the greatest existing golf courses
in the world but also by teeing off on self created
architectural masterpieces.

SPECIAL FEATURES
•  Create unlimited courses, save
them or pass them onto friends.
•  Instant and "Reverse Angle' shot
replay. •  Flying divots and
spraying sand. •  Build hills,
odd valleys, move mountains.
•  Impressive fast drawing
speed. I  Supports all Jack
Nicklaus' Course Disks,

ACCESSORY DISKS
•  Jack Nicklaus Champi onshi p Courses

IBM PC — 111.95, Amiga — 111.99,
C64 Disk — 18.95

•  Jack Nicklaus International  Courses
IBM PC 1 1 1 . 9 9 ,  Amiga — 111.99,

C64 Dbk — 18.99
•  Jack Nicklaus 1990 Champi onshi p Courses

IBM PC — 111.99.  Other formats to follow.
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Accolade Europe Ltd., The Lombard Business Centre,
50 Lombard Road, London SW11 3SLI. Tel: 071-738-1391.
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OH COME ALL YE FAITHFUL...
NEXT MONTH!
CHELT! Christmas is a-coming, The One is getting fat,
please put E2.50 in the newsagent's hat... It's that time of the
year again already. And we are celebrating with the biggest,
fattest, beefiest and best issue of The One
ever...ESPECIALLY FOR YOU! We have a special Christmas
presence for you in the form of yet another cover disk
featuring a perky playable preview of what promises to be one of 1991's biggest
games... COME IN TO OUR PARLOUR! As Empire's Spiderman game gestates,

we spin some yarns about or webhead himself, and have an
exclusive chat with his creator — the legendary Stan Lee...
IT'S SNOW JOKE! In an exclusive The One On One

interview, we travel to the North Pole to meet the world's favourite dad — Father
Christmas. We talk to Santa about his
life, loves and 16-bit games and find out
what we are all getting for Christmas...
PHWOAR! We get down to it with the
world's naughtiest robot, RanXerox, and
cock a snook at UbiSoft's officially
licensed game... SEQUEL CITY! Two of
the most-eagerly awaited sequels ever
are on their way — and we have the
scoop on both... PLUS! News and
reviews of all the big Christmas
players... A look at what 1991 has to
offer... Christmas competitions aplenty...
And a bulging Tips section to guide you
into the new year and beyond!

ALL THIS AND MORE CAN BE FOUND IN THE ONE CHRISTMAS SPECIAL,
ON SALE FROM ALL GOOD NEWSAGENTS AROUND THE WORLD FROM
NOVEMBER 28TH 1990! IT'S A CRACKER! YOU'D BE
OUT OF YOUR (CHRISTMAS) TREE TO MISS 111

• . •  I  a



DARIE YOU JAKE MIN
VIRUS...ATTACK...HUMAN. ALIEN ...INVASION., POISON -

CLONE REPRODUCE SURVIVAL? A V  0  ',I'S DEFENCE
— E L I M I N A T E  REPEL CURF YOU NEED...
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•  100% ray-traced greleihic
•  Ad lib and Roland sonic support (PC)

•  256 colours (PC VGA version) • Specially enhanced Atari STE mode
I  timifad ervtion special canister packagin!
:•  Random copies feature extra prize winning opportunity!

U.S. GOLD LTD.. Units 23
. H o d  o r d  
M o y .
Birmingham 66 VAX, England Tel! 021 625 3266.
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